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SERVER BASED GAMING SYSTEM HAVING
MULTIPLE PROGRESSIVE AWARDS

PRIORITY CLAIM

This application is a continuation of; claims priority to and
the benefit of U.S. patent application Ser. No. 13/401,408,
filed on Feb. 21, 2012, which is a continuation of, claims
priority to and the benefit of U.S. patent application Ser. No.
11/830,049, filed on Jul. 30, 2007, now U.S. Pat. No. 8,128,
492, which is a continuation of, claims priority to and the
benefit of U.S. patent application Ser. No. 11/470,228, filed
on Sep. 5, 2006, now U.S. Pat. No. 8,128,491, which claims
priority to and the benefit of U.S. Provisional Patent Appli-
cation Ser. No. 60/745,947, filed on Apr. 28, 2006, and which
claims priority to and the benefit of U.S. Provisional Patent
Application No. 60/715,526, filed on Sep. 9, 2005, the entire
contents of each are incorporated by reference herein.

COPYRIGHT NOTICE

A portion of the disclosure of this patent document con-
tains or may contain material which is subject to copyright
protection. The copyright owner has no objection to the pho-
tocopy reproduction by anyone of the patent document or the
patent disclosure in exactly the form it appears in the Patent
and Trademark Office patent file or records, but otherwise
reserves all copyright rights whatsoever.

BACKGROUND

Gaming machines which provide players awards in pri-
mary or base games are well known. Gaming machines gen-
erally require the player to place or make a wager to activate
the primary or base game. In many ofthese gaming machines,
the award is based on the player obtaining a winning symbol
or symbol combination and on the amount of the wager (i.e.,
the higher the wager, the higher the award). Symbols or
symbol combinations which are less likely to occur usually
provide higher awards.

In such known gaming machines, the amount of the wager
made on the base game by the player may vary. For instance,
the gaming machine may enable the player to wager a mini-
mum number of credits, such as one credit (e.g., one cent,
nickel, dime, quarter or dollar) up to a maximum number of
credits, such as five credits. This wager may be made by the
player a single time or multiple times in a single play of the
primary game. For instance, a slot game may have one or
more paylines and the slot game enables the player to make a
wager on each payline in a single play of the primary game.
Slot games with 1, 3, 5, 9, 15 and 25 lines are widely com-
mercially available. Thus, it is known that a gaming machine,
such as a slot game, enables players to make wagers of sub-
stantially different amounts on each play of the primary or
base game ranging, for example, from one credit up to 125
credits (e.g., five credits on each of 25 separate paylines). This
is also true for other wagering games, such as video draw
poker, where players can wager one or more credits on each
hand and where multiple hands can be played simultaneously.
It should be appreciated that difterent players play at substan-
tially different wagering amounts or levels and at substan-
tially different rates of play.

Secondary or bonus games are also known in gaming
machines. These secondary or bonus games usually provide
an additional award to the player. Secondary or bonus games
usually do not require an additional wager by the player to be
activated. Secondary or bonus games are generally activated
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or triggered upon an occurrence of a designated triggering
symbol or triggering symbol combination in the primary or
base game of the gaming machine. For instance, a bonus
symbol occurring on a payline on the third reel of a three reel
slot machine may trigger the secondary bonus game on that
gaming device. Part of the enjoyment and excitement of play-
ing certain gaming machines is the occurrence or triggering of
the secondary or bonus game (even before the player knows
how much the bonus award will be). In other words, obtaining
a bonus event and a bonus award in the bonus event is part of
the enjoyment and excitement for players.

Progressive awards associated with gaming machines are
also known. In one form, a progressive award or progressive
pool is an award amount which includes an initial amount
funded by a casino and an additional amount funded through
a portion of each wager made on the progressive gaming
machine. For example, 0.1% of each wager placed on the
primary game of the gaming machine may be allocated to the
progressive award or progressive award fund or pool. The
progressive award grows in value as more players play the
gaming machine and more portions of the players” wagers are
allocated to the progressive award. When a player obtains a
winning symbol or symbol combination associated with the
progressive award, the accumulated progressive award is pro-
vided to the player. After the progressive award is provided to
the player, the amount of the next progressive award is reset to
the initial value and a portion of each subsequent wager is
allocated to the next progressive award.

A progressive award may be associated with or otherwise
dedicated to a single or stand-alone gaming machine. Alter-
natively, a progressive award may be associated with or oth-
erwise dedicated to multiple gaming machines which each
contribute a portion of wagers placed at such gaming
machine(s) to the progressive award. The multiple gaming
machines may be in the same bank of gaming machines, in the
same casino or gaming establishment (usually through alocal
area network (“LAN)) or in two or more different casinos or
gaming establishments (usually through a wide area network
(“WAN™)). Such progressive awards are played for by one or
more gaming devices in the same gaming establishment
sometimes called local area progressives (“LLAP”) and such
progressive awards played for by a plurality of gaming
devices at a plurality of different gaming establishments are
sometimes called wide area progressives (“WAP”). More-
over, a gaming machine or bank of gaming machines may be
simultaneously associated with a plurality of progressive
awards. In these multi-level progressive (“MLP”) configura-
tions, a plurality of progressive awards start at different award
or value levels, such as $10, $100, $1000 and $10,000 and
each individually increment or increase until provided to a
player. Upon a suitable triggering event at one of more of the
gaming devices associated with the MLP, one or more of the
progressive awards which form the MLP are provided to one
or more of the players at such gaming devices.

Known progressive systems are set up such that each stand
alone gaming device associated with a designated progressive
award (or each bank of gaming machines associated with a
designated progressive award) has its own separate progres-
sive controller which tracks and maintains the designated
progressive award. In one known method or model of tracking
and maintaining a progressive award, the gaming device itself
keeps track of the progressive metering (i.e., how much of a
wager placed to allocate to a designated progressive award).
In this method, the gaming device does not communicate with
a progressive server, but functions as a stand-alone gaming
system. Such a method provides limited opportunities for a
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progressive award to increment to relatively large award lev-
els because the gaming device is only accounting for wagers
placed at that gaming device.

Another known method of tracking and maintaining a pro-
gressive award includes the gaming device sending coin-in
information to a designated progressive controller and the
designated progressive controller using this information to
track or maintain the progressive award In different known
methods, the gaming machine sends either a delta number
(i.e., a change since the last coin-in sent) to the designated
progressive controller or the actual current coin-in to the
designated progressive controller (wherein the central server
determines any change in the coin-in by comparing the actual
current coin-in to any previous coin-in). Utilizing this com-
municated information (in either form), the designated pro-
gressive controller determines the change in coin-in from the
previous communication with the gaming device and sets
each progressive level to be incremented an appropriate
amount.

Another known method of tracking and maintaining a pro-
gressive award includes a gaming device sending a pulse to a
designated progressive controller for each wager or coin
placed at the gaming device. In this known method, each
gaming device is associated with its own progressive tracking
meter and the progressive controller is not aware of any of the
information tracked by the gaming device’s progressive
tracking meter (i.e., the progressive controller only recog-
nizes a pulse sent from the gaming device.) It should be
appreciated that this method has some faults in how the pulse
is sent, the possibility for a missed pulse, or the possibility of
picking up an extra pulse. Moreover, this method requires a
pulse or message to be sent to the designated progressive
controller with every single coin-in.

It should be appreciated that these known methods for
progressive implementation require multiple progressive
tracking meters for each game offered, each denomination
and/or each progressive award associated with each gaming
machine. These setups require a great number of messages
communicated between each gaming device and the progres-
sive controller, wherein the size of each of these messages is
substantial. These known methods also require a designated
progressive controller to keep track of all progressive award
data sent from each gaming machine. This constant messag-
ing is costly and presents increased chances of one or more
errors in the accounting to occur. These methods also provide
no known method to reconcile when one or more of these
situations occur, nor do they provide a means to determine the
occurrence of any errors in accounting.

It should be further appreciated that known progressive
gaming systems use a method of gaming device identification
(assigned to paytable combinations), Progl.evel and ProgID
to hook into the gaming system. While this information is
useful to the maintenance of the progressive award, it lacks
other information pertinent to running and implementing a
progressive award. That is, without the sending of odds and
combinations, an operator must access a PAR sheet to deter-
mine which games of which gaming devices to associate with
which progressive awards. Such methods are often timely and
costly because the gaming system operator may have a sub-
stantially large list of possible progressive awards, and odds
of different outcomes occurring and must manually deter-
mine which progressive awards to assign to which games of
which gaming devices (along with how to hook the gaming
system together).

In known progressive award systems, each gaming
machine associated with a designated progressive award is
proximate to or otherwise associated with the progressive
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controller which maintains the designated progressive award,
(such that the gaming machine and the progressive controller
communicate with each other to establish the progressive
award). Currently, if a gaming system operator desires to add
or otherwise associate another gaming machine (or bank of
gaming machines) with the designated progressive award, the
gaming system operator must cause the additional gaming
machine (or additional bank of gaming machines) to commu-
nicate with the designated progressive controller. This opera-
tion is costly and is limited by the capacity of the hardware
and/or software of the progressive controller which is usually
only designed to host a set number of stand-alone gaming
machines (or a set number of banks of gaming machines).
This greatly limits the gaming system operator due to the cost
of'adding gaming machines to any existing progressive con-
trollers. Moreover, because a gaming device must be con-
nected to a specific progressive controller and each progres-
sive controller is capable of being connected to only a certain
or limited number of gaming machines, players only have the
option to play for a specific progressive award if they are able
to place wagers on a gaming device associated that such
specific progressive award.

While this setup provides a commercially viable progres-
sive system, it significantly lacks in such areas as adaptability,
configurability, and the overall ability to be modified. That is,
as the setup of known progressive controllers requires each of
the gaming machines to be either physically tied to or in RF
communication with a progressive controller, gaming
machines are limited to interaction with that specific progres-
sive controller. This setup limits these gaming machines to the
current format of one base game and one progressive pool.

As described above, a casino may include thousands of
gaming devices. Hundreds of these gaming devices may each
be associated with a progressive award specific to that gaming
device. Moreover, a plurality of these gaming devices may
each be associated with more than one progressive award
(e.g., an MLP) which are each specific to that gaming device.
These progressive awards may be associated with individual
gaming devices, pluralities of gaming devices located at
banks within the casino or pluralities of linked gaming
devices set up in a WAP configuration. As these progressive
awards start at different levels, such as from $1 to $1,000,000,
different players at different gaming devices want to be eli-
gible for one or more of these progressive awards which are
different than the progressive award associated with the play-
er’s currently played gaming device. However, in known
progressive systems, a fixed relationship exists between each
gaming device and the progressive award(s) associated with
that gaming device. A player at a specific gaming device may
only play for and obtain the dedicated progressive award
associated with that specifically played gaming device. In
other words, the player may not play for and obtain any other
progressive award(s) (beyond the progressive award(s) asso-
ciated with the player’s currently played gaming device)
because such other progressive award(s) are dedicated to or
otherwise associated with gaming devices not currently
played by the player. Thus, even though a casino may include
hundreds of gaming devices which are each associated with
one or more dedicated progressive awards (i.e., players in a
casino witness hundreds or thousands of incrementing pro-
gressive awards at different award levels or values), a player
may only play for and obtain the progressive award(s) asso-
ciated with their currently played gaming device (or bank of
gaming devices). Accordingly, a need exists to provide a
gaming system wherein a player may obtain one or more
progressive awards different than the progressive award(s)
associated with the player’s currently played gaming device.
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In one known gaming device or gaming system, a progres-
sive award is formed by allocating a percentage of a player’s
wager into the player’s own progressive award or pool (i.e., a
personal progressive award) and subsequently returning the
player’s progressive award or pool to the player upon the
occurrence of an event. However, these personal progressive
awards take a long time to increase to a desirable amount
because only one player is contributing to it. This serves to
devolitize the game played because each game is simply
returning a percentage of a player’s wager back to them at
some interval (in the form of a progressive award).

Moreover, known progressive award gaming systems may
be perceived as not being fair because many players contrib-
ute to the building of the progressive award, yet only one
person wins the progressive award. This is deflating to many
of'the players who contribute to the progressive award but do
not win such progressive awards. Moreover, these players
commonly suffer from jackpot fatigue when the value of the
progressive award drops to an undesirable level after a hit,
which in turn keeps players from wanting to play for the
progressive award until it builds back to a higher level.

Mystery bonus awards are also known. For instance, U.S.
Pat. Nos. 5,655,961, 5,702,304, 5,741,183, 5,752,882, 5,820,
459, 5,836,817, 5,876,284, 6,162,122, 6,257,981, 6,319,125,
6,364,768, 6,375,569, 6,375,567, RE37,885 and 6,565,434
describe mystery bonus awards and certain methods for pro-
viding such awards to players. These patents also describe
certain methods for determining which gaming machines will
provide the awards to players. These patents further describe
methods for a central server to determine which gaming
machines will provide the bonus awards and the amount of
the bonus awards.

PCT Application No. PCT/AU98/00525, entitled “Slot
Machine Game And System With Improved Jackpot Feature”
discloses a jackpot awardable to a plurality of gaming
machines connected to a network. Upon each play of each
gaming machine, a jackpot controller increments the value of
the jackpot. Prior to each primary game, the gaming machine
selects a random number from a range of numbers and during
each primary game, the gaming machine allocates the first N
numbers in the range, where N is the number of credits bet by
the player in that primary game. At the end of the primary
game, the randomly selected number is compared with the
numbers allocated to the player and if a match occurs, that
particular gaming machine is switched into a feature game
mode in which a jackpot game is played for all or part of the
incremental jackpot.

More specifically, for every game that is played, a random
trigger value is selected in the preprogrammed range as deter-
mined from an average number of credits wagered per jack-
pot. When the primary game is commenced, it is then reported
to the controller, which allocates a contribution to the prize
pool. Each game is also allotted numbers from the same
number range from which the random number was selected,
one number in the range being allotted for each credit bet such
that the player’s probability of being awarded the jackpot
game is proportional to the bet. The previously selected ran-
domnumber is then used as a trigger value and compared with
the values allotted to the player. If there is a match between
the trigger value and the player values, the player is given an
opportunity to play the jackpot game. Alternatively, a number
is allocated which is equal to, or proportional to the number of
credits bet in the respective primary game, the trigger value is
compared with the single player value and a jackpot game
awarded if the trigger value is less than or equal to the player
value.
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In one embodiment of the system disclosed in PCT Appli-
cation No. PCT/AU98/00525, a prize is always awarded in
the jackpot game. The jackpot game is used to determine the
size of the prize to be awarded. The winning machine is then
locked up and the controller awaits an indication that the prize
has been paid before allowing the machine to be unlocked.
The machine then returns to commence a new primary game.
If the trigger value does not match, then there is no feature
game awarded for that bought game and the machine returns
to step and waits for the next game to commence.

PCT Application No. PCT/AU99/01059, entitled “Player
Information Delivery” discloses a gaming console in which
an animated character occasionally randomly appears and
awards a player a variable random bonus prize. The occur-
rence of the animated character is weighted by the desired hit
rate of the feature and is dependent upon the player’s bet and
may or may not be dependent upon the size and type of the
player’s bet. Additionally, the gaming console includes a
bonus pool (funded by the player) and a random decision is
made whether the contents of the bonus pool will be awarded
in addition to any other win.

U.S. Pat. No. 6,241,608 B1 entitled “Progressive Wagering
System” discloses a linked progressive wagering system that
is capable of accepting wagers in different currencies and
different denominations of the same currency. The system
periodically computes each current prize value using the data
acquired from each gaming device and displays the current
prize value at each location where participating gaming
devices are located (in the currency used at each particular
location). This patent also discloses the system specifying a
boundary criteria, such as a maximum value or an expiration
date and time, for a progressive award prize. If a gaming
device has not randomly generated a prize award event when
the specified boundary criteria is met, a progressive award
prize is forced by the system upon one or more randomly
selected participating players.

There is a continuing need to provide new and different
gaming machines and gaming systems as well as new and
different ways to provide awards to players including bonus
awards. There is also a continuing need to provide new and
different linked or related gaming machines.

SUMMARY

In one embodiment, the gaming system disclosed herein
includes a central server, central controller or remote host in
communication with or linked to a plurality of gaming
machines or gaming devices. In another embodiment, the
gaming system includes a plurality of linked gaming
machines wherein one of the gaming machines functions as
the central server or controller. In these embodiments, the
central server functions or serves as the progressive controller
for one or more of the gaming machines.

In one embodiment, the gaming system includes at least
one and preferably a plurality of progressive awards, progres-
sive pools or progressive incremented values adapted to be
provided to one or more players at the gaming machines in the
gaming system. In one embodiment, the central server
includes at least one and preferably a plurality of progressive
modules. Each progressive module is adapted to maintain one
or more separate progressive awards or progressive incre-
mented values. In one embodiment, the gaming system dis-
closed herein provides that a player at a first gaming device is
eligible to win the progressive award associated with the first
gaming device and may be further eligible to win a different
progressive award associated with a second independent
gaming device (or second group of gaming devices). In this



US 9,159,196 B2

7

embodiment, based on one or more suitable factors, such as
any side wager placed or the player’s status in a player track-
ing system, the player at the first gaming device becomes
eligible to win the progressive award associated with the
second gaming device (or second group of gaming devices).
Accordingly, such a gaming system provides for the selective
activation of one or more progressive awards (which are
different than the progressive award(s) associated with the
player’s currently played gaming device), wherein the player
is provided a chance to obtain one, more or each of the
selectively activated progressive award during a single play of
a gaming device.

In one embodiment, one or more of the progressive mod-
ules track and maintain a separate one of the progressive
awards. In another embodiment, one or more of the progres-
sive modules each maintains a plurality of progressive
awards. In one embodiment, one or more of the progressive
modules are each associated with one or more gaming devices
in the gaming system. In this embodiment, if a gaming device
is associated with a progressive module, a portion of each
wager placed at that gaming machine funds the progressive
award maintained by the associated progressive module. In
one embodiment, if a gaming device is associated with a
progressive module, upon a suitable triggering event, the
progressive award (or one or more of the plurality of progres-
sive awards) maintained by the progressive module is pro-
vided to a player at one of the gaming devices associated with
that progressive module.

In one embodiment, a gaming system operator may add
one or more gaming devices to each progressive module as
desired. In this embodiment, each gaming device added to a
progressive module can play for and obtain any progressive
awards maintained by that progressive module. It should be
appreciated that because all of the gaming machines are
already in communication with the central server and the
central server includes a plurality of progressive modules,
adding a gaming machine (or a bank of gaming machines) to
a progressive module merely requires establishing commu-
nication between the additional gaming machine (or between
a bank of gaming machines) and the associated progressive
module of the central server. This eliminates the costly rewir-
ing required in linking one or more gaming devices to a
separate progressive controller as in current progressive sys-
tems. This also eliminates the limitations presented by known
dedicated progressive controllers because the central server
(via the progressive modules of the central server) is now
overseeing the responsibility and control for each of the pro-
gressive awards.

In one embodiment, in addition to enabling each gaming
device to provide the progressive award associated with that
gaming device (i.e., the primary or default progressive
award), the central server enables players at one or more
gaming devices in the gaming system to place one or more
side bets on one or more progressive awards (i.e., supplemen-
tal progressive awards) associated with one or more different
gaming devices which they wish to be eligible for. In this
embodiment, if a player places one or more side bets, the
player’s gaming machine is connected to the progressive
module(s) which maintains the progressive award(s) which
the player placed one or more side-bets on. That is, each
gaming machine is connected to or is otherwise associated
with each progressive module that maintains each progres-
sive award the player placed a side wager on. For example, if
aplayer is playing a first gaming device associated with a first
default progressive award and the player places a side bet or
side wager on a second supplemental progressive award
which is associated with a second gaming device (and not
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associated with the first gaming device), the player’s side bet
provides the player a chance of obtaining the second supple-
mental progressive award in addition to the player’s existing
chance of obtaining the first default progressive award.

In one embodiment, the determination of if a player at a
gaming device is provided either a default progressive award
or a supplemental progressive award is based on when a
designed amount of wagers are placed at one or more of the
gaming devices of the gaming system. In one such embodi-
ment, each progressive award is associated with a range of
values, wherein each progressive award will be provided to a
player of a gaming device in the gaming system when the
progressive award increments to a progressive award hit value
within the range of values associated with that progressive
award. In another such embodiment, the central controller
determines a minimum amount and a maximum amount for
the progressive award, provides that the progressive award
starts at the minimum, determines a progressive award hit
value between the minimum amount and the maximum
amount, increments the progressive award with a configured
percent of coin in, and provides the progressive award when
the progressive award equals the determined progressive
award hit value. In different embodiments, as described
below, the determination of if a player at a gaming device is
provided either a default progressive award or a supplemental
progressive award is based on a generated symbol or symbol
combination, based on a random determination by the central
controller, based on a random determination at the gaming
machine, based on one or more side wagers placed, predeter-
mined, randomly determined, determined based on the play-
er’s primary game wager, determined based on the player’s
status (such as determined through a player tracking system),
determined based on a level of a progressive award, deter-
mined based on time (such as the time of day) or determined
based on any other suitable method or criteria.

In one embodiment, a defined relationship or ratio exists
between a first player’s wager on the primary game of a first
gaming device and a side bet (to be eligible for the progressive
award associated with the first gaming device) placed by a
second player at a second gaming device. In one embodiment,
the side bet placed by a second player at a second gaming
device must be at least a predefined portion or percentage of
a designated primary game wager placed by the first player at
a first gaming device. In one embodiment, the side bet placed
by the second player at the second gaming device must be a
designated portion of the maximum primary game wager
which may be placed by the first player at the first gaming
device. For example, if a first player playing a first gaming
device associated with a first progressive award places the
maximum wager of $1.00 to be eligible to win the first pro-
gressive award and $0.01 of'the first player’s wager funds the
first progressive award (with the remaining $0.99 funding the
play of the primary game), then a second player at a second
gaming device must place a side bet or side wager associated
with the first progressive award of at least $0.01 to obtain a
chance of winning the first progressive award. In this
example, the first progressive award is designated or classi-
fied as the default progressive award for the first player (i.e.,
the progressive award associated with the player’s currently
played gaming device) and the first progressive award is
designated or classified as a supplemental progressive award
for the second player (i.e., a progressive award not associated
with the player’s currently played gaming device). It should
be appreciated that the same progressive award may be clas-
sified as a default or primary progressive award for at least
one gaming device and also as a supplemental progressive
award for one or more different gaming devices.



US 9,159,196 B2

9

In one embodiment, to be eligible to win a non-symbol
driven or mystery supplemental progressive award (i.e., a
supplemental progressive award which is provided based on a
triggering event independent of any generated symbol or
symbol combination), a side bet placed by a player must be at
least a designated amount. In this embodiment, a player odds
of' winning the non-symbol driven progressive award is based
on the player’s relative side wager amount. In one embodi-
ment, each side bet placed by each player (to be eligible to win
a mystery supplemental progressive award) must be equal or
substantially equal. Using the example described above, if the
second player at the second gaming device places a side betor
side wager of $0.01 to obtain a chance of winning a non-
symbol driven progressive award, the second player is pro-
vided the same probability of winning the non-symbol driven
progressive award as the first player at the first gaming device
(because the second players side bet contributes the same
$0.01 to the progressive award as the players primary game
wager). In another embodiment, to be eligible to win a mys-
tery supplemental progressive award, each player is not
required to place equal or substantially equal side bets. In this
embodiment, for each side bet placed, the gaming system
determines each player’s chances of winning the non-symbol
driven progressive award based on that player’s relative side
bet wager amount, wherein the greater the side bet, the greater
the odds of winning the non-symbol driven or mystery pro-
gressive award. For example, if the second player at the sec-
ond gaming device places a side bet of $0.02 on the non-
symbol driven progressive award, the second player has twice
the probability of winning the non-symbol driven progressive
award as the first player at the first gaming device (because the
second players side bet contributes $0.02 to the progressive
award, while the first players primary game wager contributes
$0.01 to the progressive award). In another embodiment, if a
plurality of players each place a side bet to be eligible to win
anon-symbol driven progressive award, each player’s odds of
winning the non-symbol driven progressive award are based
on the amount of that player’s individual side bet. On the
other hand, in one embodiment, if a determination of winning
a supplemental progressive award is symbol driven (i.e.,
based on a generated symbol or symbol combination), then
once a player is eligible for a chance to win the supplemental
progressive award, the player’s odds of winning the supple-
mental progressive award are set (and dependent on the set
probabilities associated with the symbols) and does not
change regardless of the amount of the side bet placed on the
supplemental progressive award. In another embodiment, if a
determination of winning a supplemental progressive award
is symbol driven (i.e., based on a generated symbol or symbol
combination), the central controller and/or gaming device
determines a symbol or symbol combination to associate with
the player winning the supplemental progressive award,
wherein the determined symbol or symbol combination is
based on the amount of the player’s side bet.

In one embodiment, enabling players to place side bets on
one or more progressive awards provides each player the
potential to select from multiple different progressive awards
that are available through the central server. This embodiment
enables any player to participate in a designated progressive,
even if they are not currently on a gaming machine that is
directly associated with the designated progressive. Such a
gaming system enables each player to participate in (i.e.,
obtain a chance to win) any progressive available through the
gaming system without having to seek out a specific gaming
machine or wait until it becomes available. Such a gaming
system further enables a player to participate in multiple
progressives simultaneously, sequentially or in an over-lap-
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ping manner. Accordingly, in this embodiment, a player who
placed a full side bet wager and is eligible for the game’s own
progressive award could theoretically obtain a plurality of
progressive awards from a single gaming machine for a single
play of the gaming machine.

In one embodiment, the progressive controller of the cen-
tral server is associated with a player tracking system (imple-
mented through a player tracking card or other suitable man-
ner). In this embodiment, the central server communicates
with a player tracking server which provides information
utilized in the progressive gaming features. The player track-
ing system enables the use of progressive awards based on the
player’s current status or player tracking level with the casino.
In one embodiment, the player tracking card determines
which progressive award (or progressive award level in a
multi-level progressive configuration) a player is eligible for
based on the player’s current status. Through this centralized
system, a gaming system operator can configure a gaming
machine to enable progressives only for players of a certain
player tracking status or provides that the highest level of a
multi-level progressive configuration is available only to
players with the highest player tracking status.

In another embodiment, the gaming system and method
disclosed herein contemplates employing one or more dis-
plays to provide the players of the gaming machines infor-
mation about the progressive or bonus awards. This displayed
information increases player’s awareness of these awards and
increases interaction between players of the gaming
machines. The display(s) provide any suitable information
about the gaming system, gaming machines, bonus events
and progressive awards, such as which gaming machines are
winning or have recently won progressive awards, the amount
of the progressive awards, and when a progressive award is
about to be hit. In one embodiment, the central server com-
municates information to the players via one or more progres-
sive tracking meters on each separate machine, on an over-
head sign that is common to all machines in the bank and/or
on one or more signs which are not associated with any
gaming machines in the gaming system (such as signs placed
anywhere in the casino). By enabling the central server to
serve as the progressive server, the control of these signs can
be done by sending signals to the sign controller as all of the
information is readily available to the central server.

In one embodiment, providing that the central controller
functions as the progressive controller enables the gaming
system operator to: offer the player a choice from a certain set
of games, decide which games to offer a player, change the
games offered to a player based on any number or type of
criteria, and/or enable the player to choose which game they
want to play. In another embodiment, the gaming system
disclosed herein provides the gaming system operator with
the ability to configure the contributions to one or more pro-
gressive awards, decide which of a plurality of progressive
awards to offer one or more players, enable for different
players to play for different progressive levels of one or more
multi-level progressive configurations, provide one or more
mystery progressive awards to one or more players and/or
temporarily or permanently disable one or more progressive
awards.

In one embodiment, the central server functioning as the
progressive controller enables one or more gaming machines
of'the gaming system to be activated with defined progressive
pools and tie in paytable information from each gaming
machine (including denomination and bet information). In
one embodiment, as described above the central server func-
tioning as the progressive controller enables one or more
gaming machines of the gaming system to transmit informa-
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tion to one or more sign controllers for communication to the
players of the gaming system. Accordingly, such a gaming
system essentially enables for the gaming system operator to
have total configuration control. That is the gaming system
disclosed herein enables a gaming system operator to decide
which games to offer to players, decide when and where to
offer such games, decide which progressive awards to offer
with each game, change the video graphics of one or more of
the offered games without modifying the underlying math,
and/or dynamically change the gaming system based on any
number of criteria. Such configuration control enables a gam-
ing system operation to serve players and casinos in a new and
exciting way with increased benefits over existing progres-
sive controllers.

In the gaming system disclosed herein, providing that the
central server functions as the progressive controller enables
a virtual unlimited number of games and gaming devices
associated with the progressive controller. By enabling the
central server to serve as the progressive controller, a great
deal of flexibility is added to the gaming system as the gaming
devices no longer have to be tied to a location proximate to a
progressive controller. This solves a number of the problems
identified above by enabling the gaming system to be easily
adapted, configured, or changed. Moreover, by removing the
limitations associated with current progressive award setups
and enabling for more gaming devices to play for a progres-
sive award, the progressive awards will increment to higher
values and thus be provided to players more often. Such
higher progressive awards and faster hits creates additional
excitement for players and breaks up the relatively long peri-
ods of time it often takes to build the progressive awards to the
appropriate levels. The gaming system and method disclosed
herein enables each player who is actively playing a gaming
device in the gaming system a chance at winning a progres-
sive award. Also, the cost-effectiveness of enabling the cen-
tral server to also serve as the progressive module would save
the operator by enhancing the banked network without requir-
ing expensive hard-wiring and larger controller devices.

In other words, the usage of a central server with progres-
sive modules enables for flexibility and enhancements in
gaming systems that are not possible with the current gaming
systems. A gaming system with a central server that includes
a plurality of progressive modules enables an operator to
dynamically change games or progressive award types, add or
remove a gaming machine from association with a progres-
sive award, easily add multiple banks of gaming machines
associated with the same game-driven type progressive
award, control the signage to reflect the dynamic nature of the
gaming system and enable for side bets on multiple progres-
sive award games. Additionally, the gaming system disclosed
herein enables for greater control and adaptability of stand-
alone progressive awards.

Additional features and advantages are described in, and
will be apparent from, the following Detailed Description and
the figures.

BRIEF DESCRIPTION OF THE FIGURES

FIG. 1 is a schematic diagram of the central server in
communication with a plurality of gaming devices in accor-
dance with one embodiment of the gaming system disclosed
herein wherein each progressive module is associated with
one or more gaming devices.

FIGS. 2A and 2B are front perspective views of alternative
embodiments of gaming devices disclosed herein.
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FIG. 3 is a schematic block diagram of the electronic
configuration of one embodiment of a gaming device dis-
closed herein.

FIG. 4 is a chart illustrating each of the active progressive
modules and the progressive award(s) maintained by each
progressive module.

FIG. 5 is a menu illustrating each of the supplemental
progressive awards which a player may place a side wager on
and the minimum side wager required for each of such
supplemental progressive awards.

FIG. 6 is a menu illustrating each of the supplemental
progressive awards which a player may place a side wager on
and the range of side wagers which may be placed for each of
such supplemental progressive awards.

FIG. 7 is a schematic diagram of the central server in
communication with a plurality of gaming devices in accor-
dance with one embodiment of the gaming system disclosed
herein wherein a player at a first gaming device places a wager
on a progressive award associated with a second gaming
device.

FIG. 8 is a schematic diagram of the central server in
communication with a plurality of gaming devices in accor-
dance with one embodiment of the gaming system disclosed
herein wherein each progressive module is associated with
one or more gaming devices and a plurality of gaming devices
are each associated with a plurality of progressive modules.

FIG. 9 is a schematic diagram of the central server in
communication with a plurality of gaming devices in accor-
dance with one embodiment of the gaming system disclosed
herein wherein the central server is in further communication
with a plurality of sign controllers to control which informa-
tion is displayed to the players of the gaming system.

FIG. 10 is a schematic diagram of one embodiment of the
gaming system disclosed herein wherein a gaming device
communicates information related to a plurality of progres-
sive awards to the central server and the central server sorts
and categories the communicated information.

DETAILED DESCRIPTION

In one embodiment, the gaming system disclosed herein
includes a plurality of progressive awards provided to players
of' the linked gaming machines. These awards are referred to
herein as progressive awards to distinguish them from the
awards that the gaming machines provide to the players for
winning outcomes in the plays of the primary wagering
games, such as slot games, card games (e.g., poker, blackjack)
or any other suitable game.

Referring to FIG. 1, one embodiment of the gaming system
10 includes a central server, central controller or remote host
12 and a plurality of gaming machines or gaming devices 14a,
1456, 14¢ . . . 14z in communication with or linked to the
central server 12 through a data network or a remote commu-
nication link. The number of gaming machines in the gaming
system can vary as desired by the implementer of the gaming
system. These gaming machines are referred to herein alter-
natively as the group of gaming machines, the linked gaming
machines or the system gaming machines. The linked gaming
machines may be of the same type or of different types of
gaming machines. The linked gaming machines may have the
same primary game or two or more different primary games.
The play of each of the gaming machines in the group is
monitored by the central server. The central server or control-
ler may be any suitable server or computing device which
includes a processor and a memory or storage device. In
alternative embodiments, the central server is another gaming
machine in the gaming system. As described below, the cen-
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tral server functions as the progressive server for one or more
progressive awards maintained by the gaming system. The
terms central server, central controller and remote host are
used interchangeably herein.

In one embodiment, the central server or controller main-
tains or keeps track of the play and/or other activity on or
relating to the gaming machines in the gaming system. In one
embodiment, the central server keeps track of the play on each
gaming machine including at least: (1) the amount wagered
by the player(s) for each play of the primary game for each
gaming machine (i.e., a total or partial coin-in or wager meter
which tracks the total or partial coin-in wagers placed onall of
the primary games for all of the gaming machines in the
gaming system), and (2) the time the wagers are placed or the
amount of time between each play of the primary game for
each gaming machine. In another embodiment, each gaming
device includes a separate coin-in, wager meter or pool which
tracks the total or partial coin-in or wagers placed at that
gaming device. It should be appreciated that the player of a
gaming machine may change during this tracking and that
this tracking can be independent of the specific player playing
the gaming machine.

The central server functions or serves as the progressive
controller for one or more of the gaming machines. In one
embodiment, the central server includes at least one and pref-
erably a plurality of progressive modules, wherein one or
more of the progressive modules each maintains one or more
progressive awards. For example, as seen in FIG. 1, the cen-
tral controller includes a plurality of progressive modules
102a, 1026 and 102¢, wherein each progressive module is
associated with zero, one or more gaming devices. In this
example, gaming devices 14a and 1456 are associated with
progressive module #1 1024, gaming device 14c¢ is associated
with progressive module #2 1025 and gaming device 14z is
associated with progressive module #3 102¢. Accordingly,
the gaming system disclosed herein provides that at least one
and preferably a plurality of stand alone gaming devices (e.g.,
stand alone gaming device 14¢) or at least one and preferably
a plurality of banks of gaming devices (e.g., banked gaming
devices 14a and 145) are each connected to the same central
server which has multiple progressive modules. In one
embodiment, one or more progressive modules are each dedi-
cated to a stand-alone gaming device. In one embodiment, all
games of a single theme are linked to the same progressive
module (i.e., associated with the same progressive awards) no
matter where they are located. It should be appreciated that
while each gaming machine in a bank of gaming machines
may have a different game on it, it is preferred that the games
have a similar mathematical model to ensure fairness among
the eligible gaming machines.

In one embodiment, the gaming system operator may add
one or more gaming devices to each progressive module as
required. It should be appreciated because all of the gaming
machines are already in communication with the central
server, adding a gaming machine or a bank of gaming
machines merely requires establishing secure communica-
tion with the gaming machine or bank of gaming machines
and the associated progressive module. This eliminates the
costly rewiring required in current progressive systems as
well as eliminates the limitations presented by known pro-
gressive controllers because the central server is now over-
seeing the responsibility for control of the progressive
awards. It should be appreciated that by utilizing the central
controller to serve as the progressive controller, the gaming
system disclosed herein provides that the gaming devices no
longer have to be tied to a location proximate to a progressive
controller and therefore an unlimited number of games and
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gaming devices may be associated with one or more progres-
sive awards. Such a progressive gaming system provides that
gaming system operators will no longer require any addi-
tional wiring to install and associate a new bank of gaming
devices with one or more progressive awards.

For example, in known methods of connecting banks of
gaming devices to a progressive controller, there may be a
maximum of three banks of eight gaming machines con-
nected to the progressive controller before the associated
costs outweigh the associated benefit to the casino. Accord-
ingly, at most twenty-four gaming machines could be con-
nected to the progressive controller and in play at any given
time for a designated progressive award. Thus, if a designated
progressive award for a specific game has an average hit rate
of once every 240 pulls and the players were playing (on
average) a game every 10 seconds, the designated progressive
award would hit approximately every 100 seconds. By con-
trast, as indicated above, the disclosed gaming system enables
avirtual unlimited number of banks of gaming machines to be
connected to the central controller (and thus to one or more
progressive modules). For example, if thirty banks of eight
gaming machines are connected to the same progressive mod-
ule of the central controller, two-hundred-forty gaming
machines could be in play for a designated progressive award
at any given time. Thus, with the same example hit and play
rate described above, the designated progressive award would
hit almost every ten seconds (thus awarding one player at one
of'the connected gaming machines with a progressive award
for every set of pulls). Accordingly, the gaming system and
method disclosed herein causes increased excitement as play-
ers realize that the gaming system frequently provides bonus
or progressive awards.

In another embodiment, the gaming system disclosed
herein eliminates liability rollover when one or more gaming
devices in the gaming system shut-down. In this embodiment,
when a shutdown of a gaming machine or a bank of gaming
machines occurs within the gaming system (either scheduled
or unexpected), the gaming system operator easily moves the
value of the progressive award associated with the shutdown
gaming machine(s) to another progressive module on the
network. This could be done due to the use of the central
server which makes communication between different pro-
gressive modules possible. Such a setup enables the progres-
sive award associated with the shutdown gaming machine(s)
to remain available to the players. This eliminates lost rev-
enue and lost value build-up to the progressive awards asso-
ciated with a downtime. For example, if the stand-alone gam-
ing device (which is associated with a dedicated progressive
module) malfunctions or experiences other problems wherein
information or data relating to the progressive award(s) asso-
ciated with that gaming device is compromised, the gaming
device retrieves such information or data from the dedicated
progressive module of the central server and transfers such
information or data to another progressive module of the
central server.

The present disclosure may be implemented in various
configurations for gaming machines or gaming devices,
including but not limited to: (1) a dedicated gaming machine
or gaming device, wherein the computerized instructions for
controlling any games (which are provided by the gaming
machine or gaming device) are provided with the gaming
machine or gaming device prior to delivery to a gaming
establishment; and (2) a changeable gaming machine or gam-
ing device, where the computerized instructions for control-
ling any games (which are provided by the gaming machine
or gaming device) are downloadable to the gaming machine
or gaming device through a data network when the gaming
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machine or gaming device is in a gaming establishment. In
one embodiment, the computerized instructions for control-
ling any games are executed by a central server, central con-
troller or remote host. In such a “thin client” embodiment, the
central server remotely controls any games (or other suitable
interfaces) and the gaming device is utilized to display such
games (or suitable interfaces) and receive one or more inputs
or commands from a player. In another embodiment, the
computerized instructions for controlling any games are com-
municated from the central server, central controller or
remote host to a gaming device local processor and memory
devices. In such a “thick client” embodiment, the gaming
device local processor executes the communicated comput-
erized instructions to control any games (or other suitable
interfaces) provided to a player.

In one embodiment, one or more gaming devices in a
gaming system may be thin client gaming devices and one or
more gaming devices in the gaming system may be thick
client gaming devices. In another embodiment, certain func-
tions of the gaming device are implemented in a thin client
environment and certain other functions of the gaming device
are implemented in a thick client environment. In one such
embodiment, computerized instructions for controlling any
primary games are communicated from the central server to
the gaming device in a thick client configuration and comput-
erized instructions for controlling any secondary games or
bonus functions are executed by a central server in a thin
client configuration.

Two alternative embodiments of the gaming devices of the
gaming system are illustrated in FIGS. 2A and 2B as gaming
device 14a and gaming device 145, respectively. Gaming
device 14a and/or gaming device 145 are generally referred to
herein as gaming device 14.

In one embodiment, as illustrated in FIGS. 2A and 2B,
gaming device 14 has a support structure, housing or cabinet
which provides support for a plurality of displays, inputs,
controls and other features of a conventional gaming
machine. It is configured so that a player can operate it while
standing or sitting. The gaming device may be positioned on
a base or stand or can be configured as a pub-style table-top
game (not shown) which a player can operate preferably
while sitting. As illustrated by the different configurations
shown in FIGS. 2A and 2B, the gaming device may have
varying cabinet and display configurations.

In one embodiment, as illustrated in FIG. 3, the gaming
device preferably includes at least one processor 56, such as
a microprocessor, a microcontroller-based platform, a suit-
able integrated circuit or one or more application-specific
integrated circuits (ASIC’s). The processor is in communica-
tion with or operable to access or to exchange signals with at
least one data storage or memory device 58. In one embodi-
ment, the processor and the memory device reside within the
cabinet of the gaming device. The memory device stores
program code and instructions, executable by the processor,
to control the gaming device. The memory device also stores
other data such as image data, event data, player input data,
random or pseudo-random number generators, pay-table data
or information and applicable game rules that relate to the
play of the gaming device. In one embodiment, the memory
device includes random access memory (RAM), which can
include non-volatile RAM (NVRAM), magnetic RAM
(MRAM), ferroelectric RAM (FeRAM) and other forms as
commonly understood in the art. In one embodiment, the
memory device includes read only memory (ROM). In one
embodiment, the memory device includes flash memory and/
or EEPROM (electrically erasable programmable read only
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memory). Any other suitable magnetic, optical and/or semi-
conductor memory may operate in conjunction with the gam-
ing device disclosed herein.

In one embodiment, part or all of the program code and/or
operating data described above can be stored in a detachable
or removable memory device, including, but not limited to, a
suitable cartridge, disk, CD ROM, DVD or USB memory
device. A player can use such a removable memory device in
a desktop, a laptop personal computer, a personal digital
assistant (PDA) or other computerized platform. The proces-
sor and memory device may be collectively referred to herein
as a “computer” or “controller.”

In one embodiment, as discussed in more detail below, the
gaming device randomly generates awards and/or other game
outcomes based on probability data. That is, each award or
other game outcome is associated with a probability and the
gaming device generates the award or other game outcome to
be provided to the player based on the associated probabili-
ties. In this embodiment, since the gaming device generates
outcomes randomly or based upon a probability calculation,
there is no certainty that the gaming device will ever provide
the player with any specific award or other game outcome.
Such random determination could be provided through utili-
zation of a random number generator (RNG), such as a true
random number generator, a pseudo random number genera-
tor or other suitable randomization process.

In another embodiment, as discussed in more detail below,
the gaming device employs a predetermined or finite set or
pool of awards or other game outcomes. In this embodiment,
as each award or other game outcome is provided to the
player, the gaming device removes the provided award or
other game outcome from the predetermined set or pool.
Once removed from the set or pool, the specific provided
award or other game outcome cannot be provided to the
player again. This type of gaming device provides players
with all of the available awards or other game outcomes over
the course of the play cycle and guarantees the amount of
actual wins and losses. In another embodiment, upon a player
initiating game play at the gaming device, the gaming device
enrolls in a bingo game. In this embodiment, a bingo server
calls the bingo balls that result in a specific game outcome.
The resultant game outcome is communicated to the indi-
vidual gaming device to be provided to a player.

In one embodiment, as illustrated in FIG. 3, the gaming
device includes one or more display devices controlled by the
processor. The display devices are preferably connected to or
mounted to the cabinet of the gaming device. The embodi-
ment shown in FIG. 2A includes a central display device 16
which displays a primary game. This display device may also
display any secondary game associated with the primary
game as well as information relating to the primary or sec-
ondary game. The alternative embodiment shown in FIG. 2B
includes a central display device 16 and an upper display
device 18. The upper display device may display the primary
game, any suitable secondary game associated with the pri-
mary game and/or information relating to the primary or
secondary game. In another embodiment, at least one display
device may be a mobile display device, such as a PDA or
tablet PC, that enables play of at least a portion of the primary
or secondary game at a location remote from the gaming
device. As seen in FIGS. 2A and 2B, in one embodiment, the
gaming device includes a credit display 20 which displays a
player’s current number of credits, cash, account balance or
the equivalent. In one embodiment, gaming device includes a
bet display 22 which displays a player’s amount wagered.

The display devices may include, without limitation, a
monitor, a television display, a plasma display, a liquid crystal
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display (LCD) a display based on light emitting diodes
(LED), adisplay based on a plurality of organic light-emitting
diodes (OLEDs), a display based on polymer light-emitting
diodes (PLEDs), a display based on a plurality of surface-
conduction electron-emitters (SEDs), a display including a
projected and/or reflected image or any other suitable elec-
tronic device or display mechanism. In one embodiment, as
described in more detail below, the display device includes a
touch-screen with an associated touch-screen controller. The
display devices may be of any suitable configuration, such as
a square, a rectangle or an elongated rectangle.

The display devices of the gaming device are configured to
display at least one and preferably a plurality of game or other
suitable images, symbols and indicia such as any visual rep-
resentation or exhibition of the movement of objects such as
mechanical, virtual or video reels and wheels, dynamic light-
ing, video images, images of people, characters, places,
things and faces of cards, tournament advertisements and the
like.

In one alternative embodiment, the symbols, images and
indicia displayed on or of the display device may be in
mechanical form. That is, the display device may include any
electromechanical device, such as one or more mechanical
objects, such as one or more rotatable wheels, reels or dice,
configured to display at least one and preferably a plurality of
game or other suitable images, symbols or indicia.

As illustrated in FIG. 3, in one embodiment, the gaming
device includes at least one payment acceptor 24 in commu-
nication with the processor. As seen in FIGS. 2A and 2B, the
payment acceptor may include a coin slot 26 and a payment,
note or bill acceptor 28, where the player inserts money, coins
or tokens. The player can place coins in the coin slot or paper
money, ticket or voucher into the payment, note or bill accep-
tor. In other embodiments, devices such as readers or valida-
tors for credit cards, debit cards or credit slips may accept
payment. In one embodiment, a player may insert an identi-
fication card into a card reader of the gaming device. In one
embodiment, the identification card is a smart card having a
programmed microchip or a magnetic strip coded with a
player’s identification, credit totals and other relevant infor-
mation. In one embodiment, money may be transferred to a
gaming device through electronic funds transfer. When a
player funds the gaming device, the processor determines the
amount of funds entered and displays the corresponding
amount on the credit or other suitable display as described
above.

As seen in FIGS. 2A, 2B and 3, in one embodiment the
gaming device includes at least one and preferably a plurality
of'input devices 30 in communication with the processor. The
input devices can include any suitable device which enables
the player to produce an input signal which is read by the
processor. In one embodiment, after appropriate funding of
the gaming device, the input device is a game activation
device, such as a pull arm 32 or a play button 34 which is used
by the player to start any primary game or sequence of events
in the gaming device. The play button can be any suitable play
activator such as a bet one button, a max bet button or a repeat
the bet button. In one embodiment, upon appropriate funding,
the gaming device begins the game play automatically. In
another embodiment, upon the player engaging one of the
play buttons, the gaming device automatically activates game
play.

In one embodiment, as shown in FIGS. 2A and 2B, one
input device is a bet one button 36. The player places a bet by
pushing the bet one button. The player can increase the bet by
one credit each time the player pushes the bet one button.
When the player pushes the bet one button, the number of
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credits shown in the credit display preferably decreases by
one, and the number of credits shown in the bet display
preferably increases by one. In another embodiment, one
input device is a bet max button (not shown) which enables
the player to bet the maximum wager permitted for a game of
the gaming device.

In one embodiment, one input device is a cash out button
38. The player may push the cash out button and cash out to
receive a cash payment or other suitable form of payment
corresponding to the number of remaining credits. In one
embodiment, when the player cashes out, the player receives
the coins or tokens in a coin payout tray 40. In one embodi-
ment, when the player cashes out, the player may receive
other payout mechanisms such as tickets or credit slips
redeemable by a cashier or funding to the player’s electroni-
cally recordable identification card.

In one embodiment, as mentioned above and seen in FIG.
3, one input device is a touch-screen 42 coupled with a touch-
screen controller 44, or some other touch-sensitive display
overlay to enable for player interaction with the images on the
display. The touch-screen and the touch-screen controller are
connected to a video controller 46. A player can make deci-
sions and input signals into the gaming device by touching the
touch-screen at the appropriate places.

The gaming device may further include a plurality of com-
munication ports for enabling communication of the proces-
sor with external peripherals, such as external video sources,
expansion buses, game or other displays, an SCSI port or a
key pad.

In one embodiment, as seen in FIG. 3, the gaming device
includes a sound generating device controlled by one or more
sounds cards 48 which function in conjunction with the pro-
cessor. In one embodiment, the sound generating device
includes at least one and preferably a plurality of speakers 50
or other sound generating hardware and/or software for gen-
erating sounds, such as playing music for the primary and/or
secondary game or for other modes of the gaming device,
such as an attract mode. In one embodiment, the gaming
device provides dynamic sounds coupled with attractive mul-
timedia images displayed on one or more of the display
devices to provide an audio-visual representation or to other-
wise display full-motion video with sound to attract players to
the gaming device. During idle periods, the gaming device
may display a sequence of audio and/or visual attraction
messages to attract potential players to the gaming device.
The videos may also be customized for or to provide any
appropriate information.

In one embodiment, the gaming machine may include a
sensor, such as a camera in communication with the processor
(and possibly controlled by the processor) that is selectively
positioned to acquire an image of a player actively using the
gaming device and/or the surrounding area of the gaming
device. In one embodiment, the camera may be configured to
selectively acquire still or moving (e.g., video) images and
may be configured to acquire the images in either an analog,
digital or other suitable format. The display devices may be
configured to display the image acquired by the camera as
well as display the visible manifestation of the game in split
screen or picture-in-picture fashion. For example, the camera
may acquire an image of the player and the processor may
incorporate that image into the primary and/or secondary
game as a game image, symbol or indicia.

Gaming device 14 can incorporate any suitable wagering
primary or base game. The gaming machine or device may
include some or all of the features of conventional gaming
machines or devices. The primary or base game may com-
prise any suitable reel-type game, card game, number game or
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other game of chance susceptible to representation in an
electronic or electromechanical form which produces a ran-
dom outcome based on probability data upon activation from
a wager. That is, different primary wagering games, such as
video poker games, video blackjack games, video Keno,
video bingo or any other suitable primary or base game may
be implemented.

In one embodiment, as illustrated in FIGS. 2A and 2B, a
base or primary game may be a slot game with one or more
paylines 52. The paylines may be horizontal, vertical, circu-
lar, diagonal, angled or any combination thereof. In this
embodiment, the gaming device displays at least one and
preferably a plurality of reels 54, such as three to five reels 54
in either electromechanical form with mechanical rotating
reels or video form with simulated reels and movement
thereof. In one embodiment, an electromechanical slot
machine includes a plurality of adjacent, rotatable wheels
which may be combined and operably coupled with an elec-
tronic display of any suitable type. In another embodiment, if
the reels 54 are in video form, one or more of the display
devices, as described above, display the plurality of simulated
video reels 54. Eachreel 54 displays a plurality of indicia such
as bells, hearts, fruits, numbers, letters, bars or other images
which preferably correspond to a theme associated with the
gaming device. In this embodiment, the gaming device
awards prizes when the reels of the primary game stop spin-
ning if specified types and/or configurations of indicia or
symbols occur on an active payline or otherwise occur in a
winning pattern, occur on the requisite number of adjacent
reels and/or occur in a scatter pay arrangement.

In an alternative embodiment, rather than determining any
outcome to provide to the player by analyzing the symbols
generated on any wagered upon paylines as described above,
the gaming device determines any outcome to provide to the
player based on the number of associated symbols which are
generated in active symbol positions on the requisite number
of adjacent reels (i.e., not on paylines passing through any
displayed winning symbol combinations). In this embodi-
ment, if a winning symbol combination is generated on the
reels, the gaming device provides the player one award for
that occurrence of the generated winning symbol combina-
tion. For example, if one winning symbol combination is
generated on the reels, the gaming device will provide a single
award to the player for that winning symbol combination (i.e.,
not based on paylines that would have passed through that
winning symbol combination). It should be appreciated that
because a gaming device with wagering on ways to win
provides the player one award for a single occurrence of a
winning symbol combination and a gaming device with pay-
lines may provide the player more than one award for the
same occurrence of a single winning symbol combination
(i.e., if a plurality of paylines each pass through the same
winning symbol combination), it is possible to provide a
player at a ways to win gaming device more ways to win for
an equivalent bet or wager on a traditional slot gaming device
with paylines.

In one embodiment, the total number of ways to win is
determined by multiplying the number of symbols generated
in active symbol positions on a first reel by the number of
symbols generated in active symbol positions on a second reel
by the number of symbols generated in active symbol posi-
tions on a third reel and so on for each reel of the gaming
device with at least one symbol generated in an active symbol
position. For example, a three reel gaming device with three
symbols generated in active symbol positions on each reel
includes 27 ways to win (i.e., 3 symbols on the first reelx3
symbols on the second reelx3 symbols on the third reel). A
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four reel gaming device with three symbols generated in
active symbol positions on each reel includes 81 ways to win
(i.e., 3 symbols on the first reelx3 symbols on the second
reelx3 symbols on the third reelx3 symbols on the fourth
reel). A five reel gaming device with three symbols generated
in active symbol positions on each reel includes 243 ways to
win (i.e., 3 symbols on the first reelx3 symbols on the second
reelx3 symbols on the third reelx3 symbols on the fourth
reelx3 symbols on the fifth reel). It should be appreciated that
modifying the number of generated symbols by either modi-
fying the number of reels or modifying the number of sym-
bols generated in active symbol positions by one or more of
the reels, modifies the number of ways to win.

In another embodiment, the gaming device enables a
player to wager on and thus activate symbol positions. In one
such embodiment, the symbol positions are on the reels. In
this embodiment, if based on the player’s wager, a reel is
activated, then each ofthe symbol positions of that reel will be
activated and each of'the active symbol positions will be part
of one or more of the ways to win. In one embodiment, if
based on the player’s wager, a reel is not activated, then a
designated number of default symbol positions, such as a
single symbol position of the middle row of the reel, will be
activated and the default symbol position(s) will be part of
one or more of the ways to win. This type of gaming machine
enables a player to wager on one, more or each of the reels and
the processor of the gaming device uses the number of
wagered onreels to determine the active symbol positions and
the number of possible ways to win. In alternative embodi-
ments, (1) no symbols are displayed as generated at any ofthe
inactive symbol positions, or (2) any symbols generated at
any inactive symbol positions may be displayed to the player
but suitably shaded or otherwise designated as inactive.

In one embodiment wherein a player wagers on one or
more reels, aplayer’s wager of one credit may activate each of
the three symbol positions on a first reel, wherein one default
symbol position is activated on each of the remaining four
reels. In this example, as described above, the gaming device
provides the player three ways to win (i.e., 3 symbols on the
first reelx1 symbol on the second reelx1 symbol on the third
reelx1 symbol on the fourth reelx1 symbol on the fifth reel).
In another example, a player’s wager of nine credits may
activate each of the three symbol positions on a first reel, each
of'the three symbol positions on a second reel and each of the
three symbol positions on a third reel wherein one default
symbol position is activated on each of the remaining two
reels. In this example, as described above, the gaming device
provides the player twenty-seven ways to win (i.e., 3 symbols
on the first reelx3 symbols on the second reelx3 symbols on
the third reelx1 symbol on the fourth reelx1 symbol on the
fifth reel).

In one embodiment, to determine any award(s) to provide
to the player based on the generated symbols, the gaming
device individually determines if a symbol generated in an
active symbol position on a first reel forms part of a winning
symbol combination with or is otherwise suitably related to a
symbol generated in an active symbol position on a second
reel. In this embodiment, the gaming device classifies each
pair of symbols which form part of a winning symbol com-
bination (i.e., each pair of related symbols) as a string of
related symbols. For example, if active symbol positions
include a first cherry symbol generated in the top row of a first
reel and a second cherry symbol generated in the bottom row
of a second reel, the gaming device classifies the two cherry
symbols as a string of related symbols because the two cherry
symbols form part of a winning symbol combination.
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After determining if any strings of related symbols are
formed between the symbols on the first reel and the symbols
on the second reel, the gaming device determines if any of the
symbols from the next adjacent reel should be added to any of
the formed strings of related symbols. In this embodiment, for
a first of the classified strings of related symbols, the gaming
device determines if any of the symbols generated by the next
adjacent reel form part of a winning symbol combination or
are otherwise related to the symbols of the first string of
related symbols. If the gaming device determines that a sym-
bol generated on the next adjacent reel is related to the sym-
bols of the first string of related symbols, that symbol is
subsequently added to the first string of related symbols. For
example, if the first string of related symbols is the string of
related cherry symbols and a related cherry symbol is gener-
ated in the middle row of the third reel, the gaming device
adds the related cherry symbol generated on the third reel to
the previously classified string of cherry symbols.

On the other hand, if the gaming device determines that no
symbols generated on the next adjacent reel are related to the
symbols of the first string of related symbols, the gaming
device marks or flags such string of related symbols as com-
plete. For example, if the first string of related symbols is the
string of related cherry symbols and none of the symbols of
the third reel are related to the cherry symbols of the previ-
ously classified string of cherry symbols, the gaming device
marks or flags the string of cherry symbols as complete.

After either adding a related symbol to the first string of
related symbols or marking the first string of related symbols
as complete, the gaming device proceeds as described above
for each of the remaining classified strings of related symbols
which were previously classified or formed from related sym-
bols on the first and second reels.

After analyzing each of the remaining strings of related
symbols, the gaming device determines, for each remaining
pending or incomplete string of related symbols, if any of the
symbols from the next adjacent reel, if any, should be added
to any of the previously classified strings of related symbols.
This process continues until either each string of related sym-
bols is complete or there are no more adjacent reels of sym-
bols to analyze. In this embodiment, where there are no more
adjacent reels of symbols to analyze, the gaming device
marks each of the remaining pending strings of related sym-
bols as complete.

When each of the strings of related symbols is marked
complete, the gaming device compares each of the strings of
related symbols to an appropriate paytable and provides the
player any award associated with each of the completed
strings of symbols. It should be appreciated that the player is
provided one award, if any, for each string of related symbols
generated in active symbol positions (i.e., as opposed to being
based on how many paylines that would have passed through
each of the strings of related symbols in active symbol posi-
tions).

In one embodiment, a base or primary game may be a poker
game wherein the gaming device enables the player to play a
conventional game of video poker and initially deals five
cards all face up from a virtual deck of fifty-two card deck.
Cards may be dealt as in a traditional game of cards or in the
case of the gaming device, may also include that the cards are
randomly selected from a predetermined number of cards. If
the player wishes to draw, the player selects the cards to hold
via one or more input device, such as pressing related hold
buttons or via the touch screen. The player then presses the
deal button and the unwanted or discarded cards are removed
from the display and the gaming machine deals the replace-
ment cards from the remaining cards in the deck. This results
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in a final five-card hand. The gaming device compares the
final five-card hand to a payout table which utilizes conven-
tional poker hand rankings to determine the winning hands.
The gaming device provides the player with an award based
on a winning hand and the credits the player wagered.

In another embodiment, the base or primary game may be
a multi-hand version of video poker. In this embodiment, the
gaming device deals the player at least two hands of cards. In
one such embodiment, the cards are the same cards. In one
embodiment each hand of cards is associated with its own
deck of cards. The player chooses the cards to hold in a
primary hand. The held cards in the primary hand are also
held in the other hands of cards. The remaining non-held
cards are removed from each hand displayed and for each
hand replacement cards are randomly dealt into that hand.
Since the replacement cards are randomly dealt indepen-
dently for each hand, the replacement cards for each hand will
usually be different. The poker hand rankings are then deter-
mined hand by hand and awards are provided to the player.

In one embodiment, a base or primary game may be a keno
game wherein the gaming device displays a plurality of
selectable indicia or numbers on at least one of the display
devices. In this embodiment, the player selects at least one
and preferable a plurality of the selectable indicia or numbers
via an input device or via the touch screen. The gaming device
then displays a series of drawn numbers to determine an
amount of matches, if any, between the player’s selected
numbers and the gaming device’s drawn numbers. The player
is provided an award based on the amount of matches, if any,
based on the amount of determined matches.

In one embodiment, in addition to winning credits in a base
or primary game, the gaming device may also give players the
opportunity to win credits in a bonus or secondary game or
bonus or secondary round. The bonus or secondary game
enables the player to obtain a prize or payout in addition to the
prize or payout, if any, obtained from the base or primary
game. In general, a bonus or secondary game produces a
significantly higher level of player excitement than the base
or primary game because it provides a greater expectation of
winning than the base or primary game and is accompanied
with more attractive or unusual features than the base or
primary game.

In one embodiment, the bonus or secondary game may be
any type of suitable game, either similar to or completely
different from the base or primary game. In one embodiment,
the gaming device includes a program which will automati-
cally begin a bonus round when the player has achieved a
triggering event or qualifying condition in the base or primary
game. In one embodiment, the triggering event or qualifying
condition may be a selected outcome in the primary game or
a particular arrangement of one or more indicia on a display
device in the primary game, such as the number seven appear-
ing on three adjacent reels along a payline in the primary slot
game embodiment seen in FIGS. 2A and 2B. In another
embodiment, the triggering event or qualifying condition
may be by exceeding a certain amount of game play (number
of games, number of credits, amount of time), reaching a
specified number of points earned during game play or as a
random award.

In one embodiment, once a player has qualified for a bonus
game, the player may subsequently enhance his/her bonus
game participation through continued play on the base or
primary game. Thus, for each bonus qualifying event, such as
a bonus symbol, that the player obtains, a given number of
bonus game wagering points or credits may be accumulated
in a “bonus meter” programmed to accrue the bonus wagering
credits or entries toward eventual participation in a bonus
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game. The occurrence of multiple such bonus qualifying
events in the primary game may result in an arithmetic or
geometric increase in the number of bonus wagering credits
awarded. In one embodiment, the player may redeem extra
bonus wagering credits during the bonus game to extend play
of the bonus game.

In one embodiment, no separate entry fee or buy in for a
bonus game need be employed. That is, a player may not
purchase an entry into a bonus game, rather they must win or
earn entry through play of the primary game thus, encourag-
ing play of the primary game. In another embodiment, quali-
fication of the bonus or secondary game could be accom-
plished through a simple “buy in” by the player if, for
example, the player has been unsuccessful at qualifying
through other specified activities.

In one embodiment, the game outcome provided to the
player is determined by the central server or controller and
provided to the player at the gaming device. In this embodi-
ment, each of a plurality of such gaming devices are in com-
munication with the central server or controller. Upon a
player initiating game play at one of the gaming devices, the
initiated gaming device communicates a game outcome
request to the central server or controller.

In one embodiment, the central server or controller
receives the game outcome request and randomly generates a
game outcome for the primary game based on probability
data. In another embodiment, the central server or controller
randomly generates a game outcome for the secondary game
based on probability data. In another embodiment, the central
server or controller randomly generates a game outcome for
both the primary game and the secondary game based on
probability data. In this embodiment, the central server or
controller is capable of storing and utilizing program code or
other data similar to the processor and memory device of the
gaming device.

In an alternative embodiment, the central server or control-
ler maintains one or more predetermined pools or sets of
predetermined game outcomes. In this embodiment, the cen-
tral server or controller receives the game outcome request
and independently selects a predetermined game outcome
from a set or pool of game outcomes. The central server or
controller flags or marks the selected game outcome as used.
Once a game outcome is flagged as used, it is prevented from
further selection from the set or pool and cannot be selected
by the central controller or server upon another wager. The
provided game outcome can include a primary game out-
come, a secondary game outcome, primary and secondary
game outcomes, or a series of game outcomes such a free
games.

The central server or controller communicates the gener-
ated or selected game outcome to the initiated gaming device.
The gaming device receives the generated or selected game
outcome and provides the game outcome to the player. In an
alternative embodiment, how the generated or selected game
outcome is to be presented or displayed to the player, such as
areel symbol combination of a slot machine or a hand of cards
dealt in a card game, is also determined by the central server
or controller and communicated to the initiated gaming
device to be presented or displayed to the player. Central
production or control can assist a gaming establishment or
other entity in maintaining appropriate records, controlling
gaming, reducing and preventing cheating or electronic or
other errors, reducing or eliminating win-loss volatility and
the like.

In another embodiment, a predetermined game outcome
value is determined for each of a plurality of linked or net-
worked gaming devices based on the results of a bingo or
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keno game. In this embodiment, each individual gaming
device utilizes one or more bingo or keno games to determine
the predetermined game outcome value provided to the player
for the interactive game played at that gaming device. In one
embodiment, the bingo or keno game is displayed to the
player. In another embodiment, the bingo or keno game is not
displayed to the player, but the results of the bingo or keno
game determine the predetermined game outcome value for
the interactive game.

In the various bingo embodiments, as each gaming device
is enrolled in the bingo game, such as upon an appropriate
wager or engaging an input device, the enrolled gaming
device is provided or associated with a different bingo card.
Each bingo card consists of a matrix or array of elements,
wherein each element is designated with a separate indicia,
such as a number. It should be appreciated that each different
bingo card includes a different combination of elements. For
example, if four bingo cards are provided to four enrolled
gaming devices, the same element may be present on all four
of the bingo cards while another element may solely be
present on one of the bingo cards.

In operation of these embodiments, upon providing or
associating a different bingo card to each of a plurality of
enrolled gaming devices, the central controller randomly
selects or draws, one at a time, a plurality of the elements. As
each element is selected, a determination is made for each
gaming device as to whether the selected element is present
on the bingo card provided to that enrolled gaming device.
This determination can be made by the central controller, the
gaming device, a combination of the two, or in any other
suitable manner. If the selected element is present on the
bingo card provided to that enrolled gaming device, that
selected element on the provided bingo card is marked or
flagged. This process of selecting elements and marking any
selected elements on the provided bingo cards continues until
one or more predetermined patterns are marked on one or
more of the provided bingo cards. It should be appreciated
that in one embodiment, the gaming device requires the
player to engage a “daub” button (not shown) to initiate the
process of the gaming device marking or flagging any
selected elements.

After one or more predetermined patterns are marked on
one or more of the provided bingo cards, a game outcome is
determined for each of the enrolled gaming devices based, at
least in part, on the selected elements on the provided bingo
cards. As described above, the game outcome determined for
each gaming device enrolled in the bingo game is utilized by
that gaming device to determine the predetermined game
outcome provided to the player. For example, a first gaming
device to have selected elements marked in a predetermined
pattern is provided a first outcome of win $10 which will be
provided to a first player regardless of how the first player
plays in a first game and a second gaming device to have
selected elements marked in a different predetermined pat-
tern is provided a second outcome of win $2 which will be
provided to a second player regardless of how the second
player plays a second game. It should be appreciated that as
the process of marking selected elements continues until one
or more predetermined patterns are marked, this embodiment
ensures that at least one bingo card will win the bingo game
and thus at least one enrolled gaming device will provide a
predetermined winning game outcome to a player. It should
be appreciated that other suitable methods for selecting or
determining one or more predetermined game outcomes may
be employed.

In one example of the above-described embodiment, the
predetermined game outcome may be based on a intermittent
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award in addition to any award provided for winning the
bingo game as described above. In this embodiment, if one or
more elements are marked in intermittent patterns within a
designated number of drawn elements, a intermittent award
or value associated with the marked intermittent pattern is
provided to the player as part of the predetermined game
outcome. For example, if the four corners of a bingo card are
marked within the first twenty selected elements, an intermit-
tent award of $10 is provided to the player as part of the
predetermined game outcome. It should be appreciated that in
this embodiment, the player of a gaming device may be pro-
vided an intermittent award regardless of if the enrolled gam-
ing device’s provided bingo card wins or does not win the
bingo game as described above.

In another embodiment, one or more of the gaming devices
are in communication with the central server or controller for
monitoring purposes only. That is, each individual gaming
device randomly generates the game outcomes to be provided
to the player and the central server or controller monitors the
activities and events occurring on the plurality of gaming
devices. In one embodiment, the gaming network includes a
real-time or on-line accounting and gaming information sys-
tem operably coupled to the central server or controller. The
accounting and gaming information system of this embodi-
ment includes a player database for storing player profiles, a
player tracking module for tracking players and a credit sys-
tem for providing automated casino transactions.

In one embodiment, as mentioned above, the gaming
device disclosed herein is associated with or otherwise inte-
grated with one or more player tracking systems. In this
embodiment, the gaming device and/or player tracking sys-
tem tracks any players gaming activity at the gaming device.
In one such embodiment, the gaming device and/or associ-
ated player tracking system timely tracks when a player
inserts their playing tracking card to begin a gaming session
and also timely tracks when a player removes their player
tracking card when concluding play for that gaming session.
In another embodiment, rather than requiring a player to
insert a player tracking card, the gaming device utilizes one or
more portable devices carried by a player, such as a cell
phone, a radio frequency identification tag or any other suit-
able wireless device to track when a player begins and ends a
gaming session. In another embodiment, the gaming device
utilizes any suitable biometric technology or ticket technol-
ogy to track when a player begins and ends a gaming session.

During one or more gaming sessions, the gaming device
and/or player tracking system tracks any suitable informa-
tion, such as any amounts wagered, average wager amounts
and/or the time these wagers are placed. In different embodi-
ments, for one or more players, the player tracking system
includes the player’s account number, the player’s card num-
ber, the player’s first name, the player’s surname, the player’s
preferred name, the player’s player tracking ranking, any
promotion status associated with the player’s player tracking
card, the player’s address, the player’s birthday, the player’s
anniversary, the player’s recent gaming sessions, or any other
suitable data.

As described above, a plurality of the gaming devices are
capable of being connected together through a data network.
In one embodiment, the data network is a local area network
(LAN), in which one or more of the gaming devices are
substantially proximate to each other and an on-site central
server or controller as in, for example, a gaming establish-
ment or a portion of a gaming establishment. In another
embodiment, the data network is a wide area network (WAN)
in which one or more of the gaming devices are in commu-
nication with at least one off-site central server or controller.
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In this embodiment, the plurality of gaming devices may be
located in a different part of the gaming establishment or
within a different gaming establishment than the off-site cen-
tral server or controller. Thus, the WAN may include an
off-site central server or controller and an off-site gaming
device located within gaming establishments in the same
geographic area, such as a city or state. The WAN gaming
system may be substantially identical to the LAN gaming
system described above, although the number of gaming
devices in each system may vary relative to each other.

In another embodiment, the data network is an internet or
intranet. In this embodiment, the operation of the gaming
device can be viewed at the gaming device with at least one
internet browser. In this embodiment, operation of the gaming
device and accumulation of credits may be accomplished
with only a connection to the central server or controller (the
internet/intranet server) through a conventional phone or
other data transmission line, digital subscriber line (DSL),
T-1 line, coaxial cable, fiber optic cable, or other suitable
connection. In this embodiment, players may access an inter-
net game page from any location where an internet connec-
tion and computer, or other internet facilitator are available.
The expansion in the number of computers and number and
speed of internet connections in recent years increases oppor-
tunities for players to play from an ever-increasing number of
remote sites. It should be appreciated that enhanced band-
width of digital wireless communications may render such
technology suitable for some or all communications, particu-
larly if such communications are encrypted. Higher data
transmission speeds may be useful for enhancing the sophis-
tication and response of the display and interaction with the
player.

In another embodiment, as described above, the present
disclosure is employed in a server based gaming system. In
one such embodiment, as described above, one or more gam-
ing devices are in communication with a central server or
controller. The central server or controller may be any suit-
able server or computing device which includes at least one
processor and a memory or storage device. In alternative
embodiments, the central server is a progressive controller or
another gaming machine in the gaming system. In one
embodiment, the memory device of the central server stores
different game programs and instructions, executable by a
gaming device processor, to control the gaming device. Each
executable game program represents a different game or type
of game which may be played on one or more of the gaming
devices in the gaming system. Such different games may
include the same or substantially the same game play with
different pay tables. In different embodiments, the executable
game program is for a primary game, a secondary game or
both. In another embodiment, the game program may be
executable as a secondary game to be played simultaneous
with the play of a primary game (which may be downloaded
to or fixed on the gaming device) or vice versa.

In this embodiment, each gaming device at least includes
one or more display devices and/or one or more input devices
for interaction with a player. A local processor, such as the
above-described gaming device processor or a processor of a
local server, is operable with the display device(s) and/or the
input device(s) of one or more of the gaming devices.

In operation, the central controller is operable to commu-
nicate one or more of the stored game programs to at least one
local processor. In different embodiments, the stored game
programs are communicated or delivered by embedding the
communicated game program in a device or a component
(e.g., a microchip to be inserted in a gaming device), writing
the game program on a disc or other media, downloading or
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streaming the game program over a dedicated data network,
internet or a telephone line. After the stored game programs
are communicated from the central server, the local processor
executes the communicated program to facilitate play of the
communicated program by a player through the display
device(s) and/or input device(s) of the gaming device. That is,
when a game program is communicated to a local processor,
the local processor changes the game or type of game played
at the gaming device.

In another embodiment, a plurality of players at a plurality
of linked gaming devices in a gaming system participate in a
group gaming environment. [n one embodiment, a plurality of
players at a plurality of linked gaming devices work in con-
junction with one another, such as playing together as a team
or group, to win one or more awards. In one such embodi-
ment, any award won by the group is shared, either equally or
based on any suitable criteria, amongst the different players of
the group. In another embodiment, a plurality of players at a
plurality of linked gaming devices compete against one
another for one or more awards. In one such embodiment, a
plurality of players at a plurality of linked gaming devices
participate in a gaming tournament for one or more awards. In
another embodiment, a plurality of players at a plurality of
linked gaming devices play for one or more awards wherein
an outcome generated by one gaming device affects the out-
comes generated by one or more linked gaming devices.

Progressive System Configuration

In one embodiment, a plurality of gaming devices at one or
more gaming sites are networked to the central server in a
progressive configuration, wherein a portion of each wager
placed is allocated to one or more progressive awards. As
indicated below, the progressive awards are maintained by
one or more progressive module(s) of the central server,
wherein the gaming devices associated with each progressive
module contribute portions of wagers placed to the progres-
sive award maintained by that progressive module. The mul-
tiple gaming machines may be in the same bank of machines,
in the same casino or gaming establishment (such as through
LAN) or in two or more different casinos or gaming estab-
lishments (such as through a WAN).

In another embodiment, one or more of the progressive
modules each maintain one or more multi-level progressives
(MLP). As described above, a multi-level progressive is a
configuration of a plurality of progressive awards which are
each associated with the same progressive module. In one
embodiment, if a triggering event occurs, one of the progres-
sive awards of the MLP configuration is provided to a player
and the provided progressive award is reset to an initial value.
It should be appreciated that when one progressive award of
the MLP configuration is provided to a player, the remaining
progressive awards of the MLP configuration continue to
increment. In one embodiment, the progressive awards of
each MLP configuration start at different levels, such as $10,
$100, $1000 and $10,000, and increment or increase until
provided to a player. In one embodiment, the percentage that
goes to each progressive award of each MLP module is equal
(such as 0.1% to each of four progressive awards). In other
embodiments, a plurality of the progressive awards of one or
more MLP configurations may be funded by different per-
centages. In these embodiments, the progressive module
which maintains the MLP continues to increase the value or
award level of each progressive award of the MLP until a
progressive award is provided to a player (upon the occur-

10

20

30

40

45

55

28

rence of a bonus or triggering event), at which point another
progressive award starts to increment from the appropriate
progressive award level.

In one alternative embodiment, one or more of the gaming
devices each require an additional wager to fund one or more
of the progressives awards. For example, the plurality of
progressive awards are funded, at least partially, via a side-bet
or side-wager which the player may make (and which is
tracked via a side-bet meter). In one embodiment, the pro-
gressive awards are funded with only side-bets or side-wagers
placed. In another embodiment, the progressive awards are
funded based on player’s wagers as described above as well
as any side-bets or side-wagers placed. In another embodi-
ment, a separate side bet is not required (though maximum
wager may be required) to provide a player one of the main-
tained progressive awards.

In one embodiment, as described in more detail below, the
central server or central controller determines when a pro-
gressive award win is triggered. In this embodiment, if the
central controller determines that a gaming device will pro-
vide a progressive award to a player, the central controller
communicates the appropriate data to the gaming device (and
the gaming device provides the progressive award). In
another embodiment, an individual gaming machine deter-
mines when a progressive award win is triggered. In this
embodiment, if an individual gaming machine determines to
provide a progressive award to a player, the gaming machine
provides the player the progressive award and communicates
the appropriate data to the central controller. In another
embodiment, the central controller and one or more indi-
vidual gaming machines each determine at least part of when
aprogressive award win is triggered. In this embodiment, the
central controller and at least one individual gaming machine
work in conjunction with each other to determine when a
progressive award is provided to at least one player at at least
one gaming device in the gaming system, such as through an
individual gaming machine meeting a predetermined require-
ment established by the central controller. It should be appre-
ciated that one, more or each of the functions of the central
controller as disclosed herein may be performed by one or
more gaming device processors. It should be further appreci-
ated that one, more or each of the functions of one or more
gaming device processors as disclosed herein may be per-
formed by the central controller.

As described above, the central server includes at least one
and preferably a plurality of progressive modules. Each pro-
gressive module maintains zero, one or a plurality of progres-
sive awards. For example, as illustrated in FIG. 4, progressive
module #1 is associated with two progressive awards valued
at $105 and $317, progressive module #2 is associated with
one progressive award valued at $110,459 and progressive
module #3 is associated with three progressive awards valued
at $39, $121 and $4,103. In one embodiment, each progres-
sive award maintained by each progressive module is differ-
ent. In another embodiment, a plurality of progressive awards
maintained by a plurality of progressive modules are differ-
ent. In another embodiment, a plurality of progressive awards
maintained by a plurality of progressive modules are the
same. In another embodiment, a plurality of progressive
awards maintained by at least one of the progressive modules
are different. In another embodiment, each of the progressive
awards maintained by at least one of the progressive modules
is different. In another embodiment, a plurality of progressive
awards maintained by at least one of the progressive modules
are the same.

In one embodiment, the central server has a predefined
number of progressive modules. In this embodiment, these
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progressive modules may or may not be associated with a
gaming machine at any one time, wherein the gaming system
operator has the ability to decide which gaming machine to
associate with which progressive module and when. Thus,
even though a central server may have 100 progressive mod-
ules, at any given time, any number from 0 to 100 may be
active based upon the state of the gaming system and the
configurations supplied by the gaming system operator. This
determination could be based on a number of factors, such as
time, rate of play, player tracking card information, or any
other factor the gaming system operator chooses.

It should be appreciated that if a gaming device is associ-
ated with a specific progressive module, that gaming device
may provide the progressive award maintained by that spe-
cific associated progressive module. On the other hand, if a
gaming device is not associated with a specific progressive
module, that gaming device cannot provide the progressive
award maintained by the specific non-associated progressive
module. For example, referring to FIGS. 1 and 4, since gam-
ing device 14c¢ is associated with progressive module #2
1024, gaming device 14¢ may provide a player the progres-
sive award of $110,459 maintained by progressive module
#2. Inthis example, since gaming device 14¢ is not associated
with progressive module #1 or progressive module #3, gam-
ing device 14¢ cannot provide a player any of the two pro-
gressive awards maintained by progressive module #1 or any
of the four progressive awards maintained by progressive
module #3.

In one embodiment, the gaming system disclosed herein
utilizes a progressive registration wherein a gaming device
reports various pieces of information to the central server in
the form of a progressive file. In this embodiment, the gaming
device identifies the particular paytable utilized in the played
game and the amount bet and the central server determines
which progressive awards to increment and by how much. In
different embodiments, this reporting is done in any set inter-
val, such as every game (which ensures the progressive
meters are kept up to date and incremented for the player to
view) or over a certain time period to reduce communications
to the central server. Such a configuration offloads the task of
the gaming device having to locally maintain the coin-in data
as well as relieves the gaming device from having to manage
and communicate a number of progressive tracking meters.

As illustrated in FIG. 10, in one embodiment, a gaming
device 14 sends one or more messages to the central server 12
to start the reporting process. In one example, this message
includes the paytable played, the actual bet placed, the theme
of the game, the maximum bet on the game, the number of
lines bet, the denomination of the game and/or any other
pertinent paytable information. The central server processes
this message, looks up information in a suitable database or
look-up table and presents the appropriate coin-in data to the
appropriate progressive tracking meter. That is, the central
server sorts out the bet information to determine how to apply
each bet to each progressive award. In other words, this
embodiment enables for a wager which contributes to a num-
ber of progressive awards to be allocated to the appropriate
progressive awards by the central server and not by the indi-
vidual gaming device (thus eliminating the need to keep sepa-
rate metering for each progressive award on each gaming
device).

One such embodiment enables the gaming system to group
a plurality of different wagers on a plurality of different
progressive awards without having to keep separate meters
for each wager placed on each progressive award on each
gaming device. In this embodiment, the central server sends a
single reported bet to a number of different groups. It should
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be appreciated that by enabling the central server to process
the information in this manner, the gaming system is enabled
to reduce individual coin-in metering and only sends bet
information. This configuration provides that the bet infor-
mation is sorted out by the central server to determine the
game type and how to apply the bet to each progressive award.
In one embodiment, groups are individually named through-
out the gaming system. It should be appreciated that when a
gaming system operator puts more than one progressive level
win on a paytable, it is desirable to group the plurality of
progressive awards as disclosed above.

In one embodiment, an individual gaming machine may
trigger a progressive win, for example through a game play
event or game specific function, such as a symbol-driven
trigger. Inthis embodiment, the progressive award provided is
a direct result of a game outcome generated on one of the
gaming devices. That is, providing the progressive award is
triggered by an event in or based specifically on one or more
plays of any primary game or on one or more of the plays of
any secondary game of one or more of the gaming machines
(associated with the progressive module which maintains the
specific progressive award) in the gaming system. In one
embodiment, the central sever determines the symbol com-
bination which will trigger a progressive award for the spe-
cific game played. In one embodiment, an individual gaming
device determines the symbol combination which will trigger
a progressive award for the specific game played and the
gaming device communicates such determined symbol com-
bination to the central server. In this embodiment, the gaming
device determines the symbol combination based on the cen-
tral server determined parameters set forth for the specific
game played. In these embodiments, the central server dis-
plays the determined symbol combination on one or more
signs associated with that progressive award.

In one embodiment, the gaming system is operable to
dynamically change the gaming device outcomes (i.e., win-
ning symbol combinations) associated with winning the pro-
gressive awards. For example, a first player is betting $1 per
spin on a reel game associated with a first progressive award,
wherein the reel game outcome associated with winning the
first progressive award is determined to be a specific symbol
combination with the odds of 1 in 1,000,000. If the first player
subsequently changes their bet to $2 per spin, for the gaming
system to enable the first player to continue playing for the
first progressive award, to account for the changed wager
amount, the gaming system changes one or more of the reel
game outcomes associated with winning the first progressive
award. The changes to which game outcomes are associated
with winning the progressive awards are communicated to or
otherwise displayed to the players of the gaming devices in
the gaming system. In one example, the gaming system que-
ries a list of game outcomes associated with the reel game and
reassociates the reel game outcome associated with winning
the first progressive award to a reel game outcome with the
odds of 1 in 500,000. In another example, the gaming system
queries the list of game outcomes associated with the reel
game and associates an additional symbol combination (with
the odds of 1 in 1,000,000) with winning the first progressive
award (thus resulting in two different symbol combinations
each associated with winning the first progressive award).
That is, this function provides a player that wagers $2 with the
same overall odds of winning the progressive award over one
played game as a player that wagers $1 over two played
games.

In these embodiments, the central server utilizes different
applications that access the player’s currently played gaming
device to pick from available levels and/or game outcomes for
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the progressive awards. Such an embodiment eliminates the
timely chore, as described above, of manually accessing the
PAR sheets, because the gaming device has communicated
the appropriate information to the central server required for
the gaming device to match to one or more appropriate pro-
gressive awards.

In one embodiment, the central server queries either itself
or one or more gaming devices to find game outcomes that
match the odds it is looking for. Accordingly, the gaming
devices are matched to progressive awards available based
upon reported configurations. In one embodiment, the selec-
tion of which gaming devices to include in a linked progres-
sive configuration is accomplished by specifically selecting a
single gaming device, selecting a plurality of gaming devices
that match the search criteria or selecting all gaming devices
that match the search criteria. In one embodiment, a gaming
system operator or user with appropriate permissions is able
to create, edit and/or delete these progressive configurations.

In one embodiment, due to the above-described querying/
match/assign feature, the gaming system disclosed herein is
operable to associate a game of a gaming device with a
progressive award nearly instantaneously. In one embodi-
ment, the gaming device sends a progressive file (with any
suitable paytable information) to the central server when the
gaming device desires to add a progressive award. After
receiving the progressive file, the central server matches the
gaming device to a progressive module that maintains a pro-
gressive award which supports the game’s characteristics and
sets up the appropriate communication.

In an example of this embodiment, a message is sent to a
specific gaming device (or a number of qualified gaming
devices) that the central server is searching or looking for
certain odds. The gaming device responds with the entries it
has available (according to one or more stored pay tables) and
the odds of occurring associated with these entries. This con-
figuration enables the central server to ask the gaming device
which symbol combinations it has to potentially associate
with a progressive award. For example, the central server asks
one or more gaming devices for available symbol combina-
tions which occur at the odds of 1 in 4,000,000. In this
embodiment, the gaming devices are matched to one or more
progressive awards (maintained by one or more progressive
modules) based upon the reported symbol combinations.
Thus there is no need for an operator to scour the large PAR
sheets to determine which symbol combinations to associate
with which progressive awards and then to manually associ-
ate such progressive awards with such symbol combinations
in the gaming system.

In another embodiment, the central server accesses a stored
database or table of information provided by the gaming
device to find a symbol combination associated with the
desired odds. In this embodiment, the central server queries
such database or table to determine which gaming devices
have what symbol combinations at what odds available. In
one embodiment, the central server uses a sorting function to
search through the progressive award data or information
received from the gaming devices to match the appropriate
gaming devices to the appropriate progressive awards.

In one embodiment, the paytables of one or more gaming
devices in the gaming system are set up by the gaming system
operator/designer to identify potential progressive award cat-
egories. In this embodiment, these potential progressive
awards are tagged within the paytable and used to further
build a progressive file to send to the central server. This
configuration enables the gaming system operator to pick and
choose the games or outcomes to associate with one or more
progressive awards. In different embodiments, the process of
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progressive registration and enrollment occurs based on any
number of desired criteria. In one embodiment, this process
occurs each time the gaming device powers up from a cold
startup. In another embodiment, a sync message or a suitable
HASH algorithm (i.e., an algorithm which compares two sets
of data and determines any data changes) is utilized to search
for any changes in the gaming system. Such messages recog-
nize that one or more parameters of a gaming device have
changed and a new registration is required in the gaming
system.

In one embodiment, the setup of the gaming system
enables other forms of communication from the gaming
device to the central server. For example, in addition to send-
ing data relating to the symbol combination chosen for the
progressive award, the gaming device also sends a graphic
identification in the progressive file which represents the win-
ning symbol combination identified to associate with the
progressive. It should be appreciated that this graphic identi-
fication could be used for any number of purposes. For
example, the gaming device or central controller sends this
graphic identification to a sign manager (as part of the floor
manager) which subsequently displays the graphic identifi-
cation to the players, either directly on the gaming device(s)
or via any suitable signage, to graphically inform the players
of what symbol combination will win them a progressive
award.

In one embodiment, the gaming system is configured to
enable adjustments to one or more progressive awards. In this
embodiment, the adjustments are classified into three types:
(1) resetting a progressive award; (2) editing a progressive
award, or (3) changing the parameters of a progressive award.
In this embodiment, resetting a progressive award includes
reestablishing the progressive award at its reset values. It
should be appreciated that this process is only needed when
something has happened and the progressive award must be
restarted. For example, if a progressive award hits when a
gaming device is off-line, the progressive award needs to be
reset. In one embodiment, a progressive award is edited by
changing the value of the progressive award by entering a new
progressive award value over an old progressive award value.

In one embodiment, changing the parameters of a progres-
sive award includes adding or deleting progressive awards,
gaming devices, paytables, or denominations as contributors
to a progressive award. In another embodiment, changing the
parameters of a progressive award includes changes to the
reset value of the progressive award, to the minimum value of
the progressive award, and/or to the maximum value of the
progressive award. In another embodiment, changing the
parameters of a progressive award includes deleting a pro-
gressive award (if proper process is to first remove all gaming
devices from a progressive award link prior to initiation of
game play for that progressive award). It should be appreci-
ated that certain changes to one or more progressive awards
may be restricted in any suitable manner.

In one embodiment, the gaming system establishes pro-
gressive awards where non-matching odds games are linked
together. In this embodiment, the central server identifies the
odds and offers a compensatory additional chance to win the
progressive independent of the base game symbol outcomes.
In different embodiments, this is displayed on the player’s
screen, is part of a mystery progressive award or is part of a
separate game of chance. These embodiments enable mul-
tiple gaming machines to participate in the same progressive
pool, even if they are not mathematically similar in their pay
structures or odds. That is, the gaming system utilizes the
compensatory chances to ensure a balanced fairness among
all gaming machines.
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As indicated above, in one embodiment, a progressive
award includes a progressive base value (i.e., the value to
which a progressive award is reset to) and increment values
(i.e., the values, based on wagers placed, which are added to
the progressive base value). In one embodiment, the gaming
system disclosed herein is configured to transfer increment
values (maintained in monetary units) from one progressive
base value to another progressive base value. For example, if
a first progressive award of $4,250 includes a base value of
$3,000 and an increment value of $1,250, upon a suitable
triggering event, such as a designated amount of time, the
central server transfers the increment value of $1,250 to a
second progressive award. In another example, if the trigger-
ing event is the gaming system deactivating or shutting down
a progressive module which maintains a progressive award,
the increment value of the progressive award maintained by
the deactivated progressive module is transferred to one or
more different progressive awards maintained by one or more
of the different progressive modules. That is, in this embodi-
ment, the incremental values are tied to or otherwise associ-
ated with actively incrementing progressive awards. In one
embodiment, the increment value may be subsequently trans-
ferred again to another progressive award maintained by
another progressive module of the gaming system. In differ-
ent embodiments, the central server may transfer part or all of
an increment value of one progressive award maintained by
one progressive module to one or more other progressive
awards maintained by another progressive module.

In another embodiment, the central server is adapted to
store one or more incremental values for one or more time
periods. For example, when the central server modifies a
progressive (i.e., deactivating a progressive or modifying the
denomination amount of a progressive), any incremental
value accumulated for the modified progressive is stored by
the central server. In this example, the stored incremental
value is saved for a designated period of time, saved until the
modified progressive is reactivated, distributed over time or
handled in any suitable manner.

It should be appreciated that the server-based progressive
gaming system disclosed above can be described in its func-
tionality as a progressive manager (PM). In one embodiment,
a progressive manager or progressive manager module is
designed to work with any server based game that supports a
progressive award function. In another embodiment, the pro-
gressive manager is capable to incorporate player card data,
configure different progressive awards (i.e., create one or
more progressive awards, edit one or more progressive
awards and/or delete one or more progressive awards), select
winners of any progressive awards, establish secondary pro-
gressive awards, control messaging, control jackpots, control
licensing, and any other suitable function desired by the gam-
ing system implementer.

In one embodiment, in incorporating player card data, the
PM implements club member jackpots and keeps track of
player activity (as would be required by some accumulated
value progressive awards described below.) In this embodi-
ment, the PM tracks card-in and card-out times and provides
a safeguard against a missed card-out (such as via a “card-in
heartbeat” which messages the player tracking system in
designated intervals to ensure the player is still playing). In
different embodiments, the PM maintains data about the play-
ers including, but not limited to: account number, card num-
ber, first name, surname, preferred name, ranking, promotion
status, address, city, state, birthday, anniversary, gaming ses-
sions, or any other data deemed suitable by the gaming system
implementer.
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In one embodiment, a gaming establishment, such as a
casino, includes the capabilities to provide higher jackpots to
better or higher ranked customers through variable bonusing
based on one or more playing rankings. In this embodiment,
the PM queries different gaming devices to determine the
relative ranking of each player at these gaming devices. Each
player ranking is associated with a fixed bonus amount to
provide to that player in addition to any progressive award or
jackpot provided to that player. In one embodiment, a gaming
establishment configures the bonus amount for each player
based on each player’s individual ranking. For example, for a
progressive award with a starting value or amount of $1000,
abase level player competes for the displayed starting amount
of $1000, while a higher ranked gold player competes for the
displayed starting amount of $1000 plus a bonus premium of
$200 associated with the player’s gold ranking.

In different embodiments, the progressive gaming system
disclosed herein handles the traditional progressive gaming
machine centric view, a traditional central controller centric
view, an accumulated value progressive award gaming
machine centric view or an accumulated value progressive
award central controller centric view. In one embodiment, the
progressive gaming system also handles the errors in the
jackpot process. In this embodiment, one of the most com-
mon errors is when the gaming machine is off-line when a
progressive award hits. Accordingly, the progressive gaming
system disclosed herein contemplates a recovery process in
case this happens, wherein the progressive gaming system
has the capability to display data on any of'its numerous active
progressive awards or pools to a player. In one such embodi-
ment, this is accomplished through a “View” button which
brings up the progressive awards or pools and enables a player
to select or peruse the values and data they wish to see.

In one embodiment, to accommodate all that is going on,
the central controller includes an event system which dictates
what is happening to one or more of the progressive awards.
For example, data the event system might track includes
progressive award or jackpot hits, door (ALL) open/closes,
EPROM errors, tilts, power errors, or any other suitable data
chosen by the gaming system operator. In one embodiment,
the event manager also keeps historical records, such as the
last X number of progressive awards or jackpots hits. In
another embodiment, at least one and preferably a plurality of
transactions are stored on a regular basis. For example, pro-
gressive award amounts are stored upon an End of Day event,
meter lists for one or more progressive awards are stored upon
an End of Day event, the total progressive award configura-
tion is stored, history of configuration changes (who, when,
before, after) are stored, or any other suitable data desired by
the gaming system operator is stored. In one embodiment,
this stored data is viewable in one or more reports. In another
embodiment, error processing is done by the event system of
the central controller to monitor the integrity of the gaming
system and identify possible problems (such as firmware not
available, gaming machine unable to enter progressive award
play, player suspected to have left a gaming device or any
other error identified by the gaming system operator). In one
embodiment, the event system is part of a server based gam-
ing system director.

In one embodiment, the gaming device is able to commu-
nicate coin data and other communications to the accumu-
lated value progressive award and the central controller. In
one embodiment, the gaming device is able to meter a number
of different data points and provide this communication to the
central controller. In one such embodiment, during game
play, one or more gaming devices may contribute an amount
to a progressive award. In this embodiment, the gaming
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device communicates any updated contributions regarding
the progressive award to the central controller.

In one embodiment, due to the functionality of the PM and
its interaction and control of a number of progressive awards,
casino-end users need to be authenticated and granted per-
mission to use the gaming system. In one embodiment, users
are created and maintained in a server based gaming system
director and shared with the PM. In this embodiment, the
user’s password also comes from the server based gaming
system director. In another embodiment, each user has a
certain role level which establishes different permissions that
they have.

In one embodiment, because of the “on-demand” nature of
the PM system disclosed herein, licenses are used and main-
tained for the gaming system’s software and games played. In
this embodiment, these licenses are purchased from the
manufacturer who enables and/or disables specific functions.
In different embodiments, the licenses have an expiration
date, enable for only a certain number of gaming machines to
use a certain feature at one time, or incorporate any other
suitable control method to ensure that the software is used
fairly and each instance of use is properly bought or paid for.

In one example of game play on one embodiment of the
gaming system disclosed herein, a game is played that offers
a very large progressive award. In this game, the progressive
award is won by hitting the top award in the base game with
the maximum bet played on all paylines. In one embodiment,
a bonus is also available on this game in the form of a line-
initiated pick and advance game which incorporates a virtual
top box wheel. In another embodiment, the virtual top box
includes any suitable number of different symbol selectors,
wherein if the player chooses a selection associated with a
wheel spin, the player spins the wheel at the end of the bonus.
Inthis embodiment, there are progressive slices on the wheel,
wherein the number of wedges that the player has active is
equal to the bet per line in the initiating game.

In another embodiment, the central controller (or progres-
sive manager) links one progressive award across multiple
themes, types of gaming devices or types of games, while still
enabling each theme or type of gaming device to have its own
separate progressive award that may only be won from play-
ing a gaming device of that theme or type. In one such
embodiment, a first theme of gaming devices (i.e., a bank of
the same type or similar types of gaming devices) are each
associated with a first progressive module, another theme of
gaming devices (i.e., another bank of another type or similar
types of gaming devices) are each associated with a second
progressive module and both themes of gaming devices are
each associated with a third progressive module. In this
embodiment, a player at a first themed gaming device may be
provided the progressive award(s) maintained by the first
progressive module as well as the progressive award(s) main-
tained by the third progressive module, while a player at a
second themed gaming device may be provided the progres-
sive award(s) maintained by the second progressive module
as well as the progressive award(s) maintained by the third
progressive module. For example, a player at a blackjack
gaming device may play for a progressive award specific to
blackjack gaming devices as well as a progressive award
associated with each gaming device in an entire gaming
establishment. In this example, another player at a poker
gaming device may play for a progressive award specific to
poker gaming devices as well as the progressive award asso-
ciated with each gaming device in an entire gaming establish-
ment.

In one such embodiment, the available progressive awards
are provided as a result of a game initiated outcome (i.e.,
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symbol driven). For example, Progressive Award A is a linked
progressive award available from a number of different gam-
ing device themes or types of gaming devices. In this
example, each of these gaming device themes (or types of
gaming devices) includes an outcome associated with win-
ning Progressive Award A, wherein each outcome from each
of the gaming devices has the same probability of occurring
(or is suitably balanced as described above such that each
gaming device theme or type of gaming device is equally
likely to win the progressive award for each unit wagered). In
this setup, each of the themes of gaming devices has an
outcome that is associated with a common linked progressive
award (which triggers the common linked progressive award)
and another outcome unique to that theme of gaming device
(that triggers that theme’s unique progressive award). As
discussed above, each theme of gaming devices has parity in
the odds associated with the linked progressive award,
wherein each theme of gaming devices is independent regard-
ing its own progressive award. For example, one theme of
gaming devices includes a high triggering or hit frequency
progressive award, while another theme of gaming devices
includes a low triggering or hit frequency progressive award.
In this example, if one player wants to play ata gaming device
that provides smaller progressive awards more frequently, but
still play for a relatively large linked progressive award, that
player searches for the theme of gaming devices that matches
the player’s desired parameters. Conversely, if another player
wants to play on a gaming device that provides medium
progressive awards less frequently, but still be linked into the
relatively large linked progressive award, that player searches
for another theme of gaming devices that matches that play-
er’s desired parameters. It should be appreciated that this
embodiment provides the player with the freedom not be tied
to a specific type of game to partake in the linked progressive
award gaming system in hope of winning a relatively large
linked progressive award. This embodiment also provides the
players a plurality of progressive awards to play for wherein
at least one of these progressive awards is attainable (i.e., the
progressive award that is exclusive to the theme or type of
gaming device which is not shared among a large link of
machines) while simultaneously providing the player a
chance at the relatively large, multi-themed linked progres-
sive award.

It should be appreciated that other possible functions for
the PM could include, but are not limited to: the implemen-
tation of MLPs, gaming system triggered bonuses, time based
progressive awards, split progressive awards (as described
below), refund progressive awards, qualifications, weighted
paytables, multi-level personal progressive awards, WAP for
progressive awards, wide area accumulated value progressive
awards (as described below), multi-denomination progres-
sive awards, paytable configurable progressive enablement,
variable increment rate progressive awards, or any other
implementation of progressive awards that would enhance a
server based gaming system environment.

Mystery Progressive

In one embodiment, the gaming devices do not provide any
apparent reasons to the players for obtaining one or more of
the maintained progressive awards. In this embodiment, pro-
viding the progressive awards is not triggered by an event in
or based specifically on any of the plays of any primary game
or on any of the plays of any secondary game of the gaming
machines in the system. That is, the gaming machines may
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simply provide one or more of the progressive awards to the
players without any explanation or alternatively with simple
explanations.

In one embodiment, the gaming devices of the gaming
system are operable to provide multiple progressive awards to
multiple players at the multiple linked gaming devices at the
same time or substantially the same time. Alternatively, the
gaming devices of the gaming system are operable to provide
multiple progressive awards to multiple players at the mul-
tiple linked gaming devices in an overlapping or sequential
manner.

In one embodiment, the gaming system operator config-
ures the gaming devices to be eligible to receive one or more
mystery progressive awards and each progressive module
manages their respective progressive award or progressive
pools based on any suitable gaming system operation con-
figuration(s). In one embodiment, providing the mystery pro-
gressive award is at least partially game triggered or symbol
triggered, such as at least partially based on the play of a
primary game or a secondary game at one of the gaming
devices in the gaming system.

In another embodiment, the gaming system determines
when to provide one or more mystery progressive awards to
one or more players based on such factors as when a designed
amount of wagers are placed at one or more of the gaming
devices of the gaming system. That is, these accumulated
value progressive awards or N” coin progressive awards are
not symbol-driven, but rather are driven by an amount of
wagers placed or a suitable coin-in amount. In one embodi-
ment, each progressive award is associated with a range of
values, wherein each progressive award will be provided to a
player of a gaming device in the gaming system when the
progressive award increments to a progressive award hit value
within the range of values associated with that progressive
award. In different embodiments, the progressive award hit
value at which the progressive award is provided to one of the
players is predetermined, randomly determined, determined
based on the wagers placed in the gaming system, determined
based on the status of one or more players (such as determined
through a player tracking system), determined based on time,
or determined based on any other suitable method. For
example, a first progressive award maintained by a first pro-
gressive module is associated with a value range of $10 to
$100, a second progressive award maintained by the first
progressive module (or alternatively maintained by another
progressive module) is associated with a value range of $50 to
$250, and a third progressive award maintained by the first
progressive module (or alternatively maintained by another
progressive module) is associated with a value range of $100
to $1,000. In this example, the first progressive award will be
provided to a player at a gaming device associated with the
first progressive module when the value of the first progres-
sive award is in the range of $10 to $100. Additionally, the
second progressive award will be provided to a player at a
gaming device associated with the first progressive module
(or at a gaming device associated with another progressive
module) when the value of the second progressive award is in
the range of $50 to $250 and the third progressive award will
be provided to a player at a gaming device associated with the
first progressive module (or at a gaming device associated
with another progressive module) when the value of the third
progressive award is in the range of $100 to $1,000. In one
embodiment, a plurality of the progressive awards are asso-
ciated with different value ranges. In another embodiment,
each of the progressive awards is associated with a different
value range. In another embodiment, a plurality of the pro-
gressive awards are associated with the same value range.
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In another embodiment, the value range associated with the
progressive award a player plays for is based on a player’s
status (via a player tracking system). For example, a bronze
level player may play for a progressive award associated with
a value range of $10 to $100, a silver player may play for a
progressive award associated with a value range of $200 to
$500 and a gold player may play for a progressive award
associated with a value range of $1000 to $5000.

In one embodiment, the progressive module which hosts
one of these mystery accumulated value progressive awards:
(1) determines a minimum amount and a maximum amount
for the progressive award or prize pool, (2) provides that the
progressive award or prize pool starts at the minimum. (3)
determines an accumulated value progressive award hit value
between the minimum amount and the maximum amount, (4)
increments the progressive award or prize pool with a con-
figured percent of coin-in, and (5) provides the progressive
award or prize pool when the progressive award or prize pool
equals the determined accumulated value progressive award
hit value. In this embodiment, the accumulated value progres-
sive award hit value is determined at random by a RNG to
maintain fairness for the players at the gaming devices in the
gaming system, wherein the players are not aware of any
determined accumulated value progressive award hit value.

In different embodiments, these accumulated value pro-
gressive awards are applied to any combination of different
paytables, games, or denominations. For example, an accu-
mulated value progressive award includes grouping similar
gaming elements together, such as a casino grouping all gam-
ing devices from a bank to an accumulated value progressive
award, grouping all nickel denomination gaming devices to
an accumulated value progressive award, or grouping games
using a designated paytable together to an accumulated value
progressive award. It should be appreciated that the ability to
pick and choose these groupings is unlimited and, as
described above, may be easily and dynamically changed.
Accordingly, this embodiment enables gaming establish-
ments to design and group gaming devices to play for accu-
mulated value progressive awards which most attracts play-
ers.

In one embodiment, as described in more detail below, one
or more accumulated value progressive awards are imple-
mented via a player tracking system. In this embodiment, the
player tracking system and/or central controller timely tracks
when a player inserts their playing tracking card (i.e., Card In)
to begin playing for one of these accumulated value progres-
sive awards. The player tracking system and/or central con-
troller also timely tracks when a player removes their player
tracking card (i.e., Card Out) when concluding play for one of
these accumulated value progressive awards. By this track-
ing, the gaming system does not provide one of these pro-
gressive awards to an empty or un-carded gaming device. In
one embodiment, upon card-in, if the player is playing an
enrolled paytable, denomination, or gaming device, the play-
er’s coin-in begins incrementing into the appropriate accu-
mulated value progressive award. In this embodiment, when
the player moves to a paytable, denomination or gaming
device that is not associated with the accumulated value pro-
gressive award, the gaming system stops incrementing the
accumulated value progressive award based on the player’s
coin-in. In one embodiment, the gaming system displays a
message to the player regarding this ending of the accumu-
lated value progressive award gaming session. For example,
possible game changes that might cause an ending to the
accumulated value progressive award gaming session for one
ormore gaming devices include: a change to a game thatis not
enrolled in the accumulated value progressive award gaming
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session, a player no longer betting at a required level or speed,
a player no longer playing a paytable or denomination asso-
ciated with the accumulated value progressive award or any
other quantifying criteria desired by the gaming system
operator. In these embodiments, accumulated value progres-
sive award gaming sessions are defined by the events that
enables the gaming device to remain classified under the same
progressive award. That is, a player can change bets, change
the number of coins bet, and even change games played and
still remain in the same gaming session as long as these events
are all classified and enrolled under the same accumulated
value progressive award gaming session.

In the embodiment above, a Card In event starts the accu-
mulated value progressive award gaming session and the
player’s coin-in begins at this point. In this manner, the card-
ing of the player ensures the person who actually “wins” the
accumulated value is provided the accumulated value pro-
gressive award because such an accumulated value progres-
sive award is associated with the player tracking card and not
the gaming machine. In another embodiment, the increment-
ing of wagers to an accumulated value progressive award
starts when the gaming machine is activated. In this instance,
the central controller knows only that the gaming machine is
being wagered on and keeps track of these wagers. If the
gaming machine is chosen as the winner of the accumulated
value progressive award, the central controller provides that
progressive award to the gaming machine (and not necessar-
ily to the player who may have been responsible for the
accumulated value or the majority of the coin-in recorded
from that gaming machine).

In one embodiment, the accumulated value progressive
award hit value is selected based on a random number. In this
embodiment, the determined accumulated value progressive
award hit value is selected over the entire range of numbers
(i.e., each number in the entire range of numbers has an equal
probability of being selected) for a designated accumulated
value progressive award. In another embodiment, the accu-
mulated value progressive award hit value is selected based
on a weighted accumulated value. In this embodiment, the
determined accumulated value progressive award hit value is
selected based on one or more weighted sub-ranges, wherein
each sub-range has a certain chance or percentage of being
selected. For example, if the accumulated value ranges from
0 to 100 with ten sub-ranges, each of the sub-ranges contains
ten entries and is weighted such that the total probability
among all ranges is equal to 100%. In this embodiment, one
sub-range is associated with a 25% chance of being selected,
while another sub-range is associated with a 5% chance of
being selected. The gaming machine randomly chooses one
of the sub-regions based on the appropriate weights and then
randomly chooses one of the ten entries in the sub-range to
determine the actual accumulated value progressive award hit
value. This method gives the gaming system operator
increased control of the bonus contribution and the size of the
accumulated value progressive award.

In one embodiment, once the gaming system determines
that an accumulated value progressive award will be provided
to a player at a gaming device, the gaming system determines
which player will be provided the accumulated value progres-
sive award utilizing one or more algorithms. In one such
embodiment, due to the high volumes of coin-in and the
possibility of a plurality of wagers simultaneously made, the
gaming system organizes the different coin-in amounts into
different coin-in chunks or coin-in groups. In one embodi-
ment, a coin-in chunk or coin-in group is a total amount of
coin-in from the end of a first time interval to the end of a
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second time interval. In another embodiment, a coin-in chunk
or coin-in group is an amount of coin-in.

In one embodiment, the gaming system utilizes player
tracking cards of a player tracking system to organize one or
more player’s coin-in into the appropriate coin-in chunks. In
another embodiment, the gaming system utilizes a first pro-
cessor to maintain the progressive awards and one or more
secondary processors to track the amount of coin-in at one or
more gaming machines in the gaming system. In one such
embodiment, the gaming system utilizes one or more sub-
controllers to track the amount of coin-in. In this embodi-
ment, each sub-controller is associated with a plurality of
gaming devices and each sub-controller collects coin-in data
from its associated gaming devices. This coin-in data is clas-
sified or organized into one or more coin-in chunks.

In one embodiment, when a sub-controller creates a com-
plete chunk of coin-in (e.g., either after the end of a desig-
nated time interval or when a designated amount of coins-in
have been accumulated), the sub-controller communicates
the created chunk of coin-in to the central controller. For
example, for every 1000 monetary units of coin-in, a first
sub-controller will create a coin-in chunk and communicate
the created coin-in chunk to the central controller. In another
example, every 30 seconds, a second sub-controller will cre-
ate a coin-in chunk of all the monetary units wagered at the
gaming devices associated with the second sub-controller
during the previous 30 second time interval and communicate
that created coin-in chunk to the central controller.

In these embodiments, the gaming system collects coin-in
chunks over different intervals from either the individual
gaming machines, one or more sub-controllers or one or more
player-tracking cards (which are each individually associated
with a player). In one such embodiment, gaming machines
are associated with sub-controllers based on one or more
factors including, but not limited to, the denomination of the
gaming machine, the type of gaming machine, the location of
the gaming machine, the manufacturer of the gaming
machine, the player currently playing the gaming machine, a
designated time period associated with the gaming machine
or any other suitable factor. For each collected chunk, the
gaming system tracks which gaming machines (or players)
contributed to the coin-in chunk and the amount of coin-in
contributed by each gaming machine (or player).

For each collected coin-in chunk, the amount of coin-in
associated with the collected coin-in chunk is added to the
accumulated value progressive award and a determination
occurs if the added coin-in chunk puts the accumulated value
progressive award at or over the determined accumulated
value progressive award hit value. If the added coin-in chunk
does not put the accumulated value progressive award at or
over the determined accumulated value progressive award hit
value, this process is repeated for the next collected coin-in
chunk. If the added coin-in chunk puts the accumulated value
progressive award at or over the determined accumulated
value progressive award hit value, the central controller
selects a winner of the accumulated value progressive award.

In one embodiment, to select a winner, the central control-
ler creates a matrix with one slot per monetary unit of the
coin-in amount. In this embodiment, each gaming machine
(or player) that contributed to the coin-in chunk (which put
the accumulated value progressive award at or over the deter-
mined accumulated value progressive award hit value) is
lined up and is allocated one or more slots in the matrix, such
that one slot is provided for each monetary unit of coin-in that
the gaming machine (or player) contributed to the coin-in
chunk. The central controller randomly selects one slot in the
matrix and the gaming machine (or player) allocated to the
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selected slot is designated as the winner and provided the
accumulated value progressive award. For example, if an
added coin-in chunk of 1000 monetary units put the accumu-
lated value progressive award at or over the determined accu-
mulated value progressive award hit value, a first player con-
tributed 400 monetary units to the coin-in chunk and a second
player contributed 600 monetary units to the coin-in chunk,
then the first player is allocated 40% of the slots of the matrix
and the second player is allocated 60% of the slots of the
matrix. In this example, the central controller randomly
selects one of the slots of the matrix wherein the first player
has a 40% chance of having an allotted slot selected (and
winning the accumulated value progressive award) and the
second player has a 60% chance of having an allotted slot
selected (and winning the accumulated value progressive
award).

In another embodiment, if the added coin-in chunk puts the
accumulated value progressive award at or over the deter-
mined accumulated value progressive award hit value, the
central controller instructs or causes the appropriate sub-
controller (i.e., the sub-controller which communicated the
coin-in chunk which put the accumulated value progressive
award at or over the determined accumulated value progres-
sive award hit value) to select a winner. In one embodiment,
as described above, the sub-controller selects one of its asso-
ciated gaming devices based on how much each gaming
device contributed to the coin-in chunk which put the accu-
mulated value progressive award at or over the determined
accumulated value progressive award hit value associated of
the accumulated value progressive award. In different
embodiment, the sub-controller selects one of its associated
gaming devices based on a random determination, based on
one or more side wagers placed, based on the player’s pri-
mary game wager, based on the player’s status (such as deter-
mined through a player tracking system), based on a level of
a progressive award, based on time (such as the time of day)
or based on any other suitable method or criteria.

In another embodiment, the gaming system determines
when to provide one or more mystery progressive awards to
one or more players based on a predefined variable reaching
a defined parameter threshold. For example, a triggering
event occurs and a mystery progressive award is provided to
a player when the 500,000 player has played a gaming
machine associated with one of the progressive awards (as-
certained from a player tracking system). In different embodi-
ments, the predefined parameter thresholds include a length
of'time, a length of time after a certain dollar amount is hit, a
wager level threshold for a specific machine (which gaming
device is the first to contribute $250,000), a number of gaming
machines active, or any other parameter that would define a
threshold for the progressive.

In another embodiment, the gaming system determines
when to provide one or more mystery progressive awards to
one or more players based on time. In this embodiment, upon
initiation of a designated progressive module (i.e., a progres-
sive module is activated, reset or otherwise initiates maintain-
ing one or more progressive awards), a time is set for when
one of the progressive awards maintained by the progressive
module will be awarded. In one embodiment, such a set time
may be based on historic data. For example, if previous pro-
gressives have reached $5 million after approximately sixty-
seven days, the initiated progressive module may be set to
cause a triggering event to occur and cause a gaming device
associated with the initiated progressive module to provide a
mystery progressive award to a player sixty-seven days from
the time when the progressive award was reset.

20

40

45

55

42

In one embodiment, a suitable algorithm is implemented to
determine the player who wagered at or closest to this time
with tie-breaking based on any number of factors (e.g., player
tracking history, amount of or recent wagers placed). In this
embodiment, the progressive award is provided to the player
who the algorithm determined wagered closest to when the
mystery progressive award is triggered. In another embodi-
ment, one of the players who wagered on a gaming device
associated with the initiated progressive module during a
mystery bonus time is randomly determined and the mystery
progressive award is provided to the selected player. In
another embodiment, rather than incrementing a progressive
award based on coin-in, a progressive award is incremented
based on time. In this embodiment, for each designated time
interval, the progressive award is incremented a designated
amount. In one such embodiment, the gaming system utilizes
a tiered increment rate wherein a progressive award begins
incrementing a designated amount for each designated time
interval, but as the progressive award increases in value (or
after a certain amount of time), the progressive award incre-
ments by a lesser amount and/or a longer time interval. This
embodiment provides that a progressive award will increment
or increase in value relatively quickly at the onset and then
slow down as the progressive award grows in value after one
or more thresholds are reached.

In another embodiment, the gaming system determines
when to provide one or more mystery progressive awards to
one or more players based upon gaming system operator
defined player eligibility parameters stored on a player track-
ing system (such as via a player tracking card or other suitable
manner). For example, a gaming system operator may choose
to only enable players of the highest player tracking status to
be eligible for a mystery bonus. In this embodiment, the
parameters for eligibility are defined by the gaming system
operator based on any desired criterion. In one embodiment,
the progressive module manager of the central controller
recognizes the player’s identification (via the player tracking
system) when the player inserts their player tracking card in
the gaming machine. The progressive manager communi-
cates with the central server to determine the player tracking
level of the player and the current player tracking level
defined by the gaming system operator as eligible for the
mystery progressive award. In one embodiment, the gaming
system operator defines minimum bet levels required for the
mystery progressive award based on the player’s card level. In
this embodiment, different bet amounts are required to be
eligible to receive different progressive award levels. Once
the progressive module manager determines which players
are eligible, any suitable method for awarding the mystery
progressive award may be employed.

In another embodiment, the gaming system determines
when to provide one or more mystery progressive awards to
one or more players based on a random selection by the
server. In this embodiment, the progressive module manager
includes a tracking module to keep track of all active gaming
machines and the wagers placed at these gaming machines.
Each gaming machine would have its own entry defining its
state as either active or inactive and also defining the values of
the wagers placed at that gaming machine. Based on the
gaming machine’s state as well as one or more wager pools
associated with the gaming machine, the progressive module
manager determines which of these gaming machines will
provide one or more mystery progressive awards. In one
embodiment, a player who consistently places a higher wager
would be more likely to receive the mystery progressive
award than a player who consistently places a minimum
wager.
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In another embodiment, the gaming system determines
when to provide one or more mystery progressive awards to
one or more players based on determining if any numbers
allotted to a gaming device match a randomly selected num-
ber. In this embodiment, upon or prior to each play of each
gaming machine associated with a progressive module, a
gaming device or the central server selects a random number
from a range of numbers and during each primary game, the
gaming machine or the central server allocates N numbers in
the range, where N is the number of credits bet by the player
in that primary game. At the end of the primary game, the
randomly selected number is compared with the numbers
allocated to the player and if a match occurs, that particular
gaming machine is provided all or part of the progressive
award maintained by the progressive module associated with
that particular gaming machine.

Another embodiment of the gaming system disclosed
herein includes a multi-denomination progressive award with
player selectable options. In this embodiment, a player is
enabled to set their wager on the gaming machine and still be
eligible for the progressive award even though different play-
ers at different gaming machines are placing different wager
amounts for the same progressive award. It should be appre-
ciated that the accounting for this embodiment of the gaming
system is done in dollar or monetary units (such as with a base
of 1 cent) as opposed to credits to account for the different
credit “values” among the different denominations. It should
be further appreciated that tracking in monetary units
accounts for gaming machines having multi-denominations,
gaming machines having different denominations and/or
gaming machines which accept different currencies. For
example, even though a penny gaming machine considers a
penny one credit and a dollar gaming machine considers a
dollar one credit, for accounting purposes with respect to this
example of a gaming system, the penny gaming machine
accounts a wager of one penny to be a wager of one monetary
unit and the dollar gaming machine accounts a wager of one
dollar to be a wager of one-hundred monetary units. Such
accounting serves to ensure that the progressive gaming sys-
tem remains fair for all players.

In another embodiment, the determination of when to pro-
vide one of the progressive awards and to which gaming
machine is determined by the central server. In another
embodiment, the determination of when to provide one of the
progressive awards and to which gaming machine is deter-
mined by one of the gaming machines, wherein the paytables
are adjusted to reflect the varying contributions to the pro-
gressive pool. In these embodiments, the central server keeps
track of the contributions from each gaming machine based
on the number of monetary units they have wagered at each
gaming machine. In one embodiment, the central server uti-
lizes this information in determining a winner. For example,
aweighted random determination could occur wherein Player
A has contributed 300 credits and Player B has contributed
700 credits to the current pool of 1000 credits. Upon deciding
to award the 1000 credits, the gaming machine or central
server allots Player A a 30% chance of being awarded the
progressive award and Player B a 70% chance. In one
embodiment, choosing the winner includes allotting Player A
the numbers 1 to 30 and Player B the number 31 to 100. In this
embodiment, a random number generator chooses a number
from 1 to 100 and whichever player is associated with the
number which matches the randomly generated number is
provided the progressive award. It should be appreciated that
even though Player A wagered at a denomination and level
less than Player B, Player A is still afforded a chance at
winning the progressive award.
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In another embodiment of the gaming system disclosed
herein, using the above-described multi-denomination fea-
ture, the determination of when to provide one of the progres-
sive awards and to which gaming machine is determined by
one of the gaming devices based on a game play trigger, such
as a specific symbol combination. In this embodiment, certain
limitations may be enforced, such as requiring the same bet
from all players who are eligible in the system or using
different paytables, to enable players wagering on the higher
denomination gaming machines to have a greater chance of
achieving the winning combination. For example, a gaming
system could have a nickel gaming machine and a quarter
gaming machine attached to or otherwise associated with the
same progressive module. In one embodiment, to accommo-
date the differences in denomination, the player at the quarter
gaming machine is only required to wager one coin per line
wherein the player at the nickel gaming machine is required to
wager five coins per line. Likewise, in another example, the
paytables of the game are altered to compensate for the dif-
ference wherein if both players were betting one coin per line,
the player at the quarter gaming machine has a 1 in 7,000,000
chance of winning the progressive award maintained by the
progressive module while the player at the nickel gaming
machine has a 1 in 35,000,000 chance of winning the pro-
gressive award maintained by the progressive module.

Side Bets

In one embodiment, the central server utilizes one or more
side bets to determine which gaming machines are associated
with which progressive modules and thus which gaming
machines may provide which progressive awards. In this
embodiment, the player is enabled to place a side bet, side
wager, or side bet wager for each progressive game or pro-
gressive award they wish to be eligible to win. Once the player
places a side bet for a designated progressive award, the
central server connects the player’s gaming machine to the
associated progressive module which maintains the desig-
nated progressive award. That is, in addition to each gaming
device adapted to provide the progressive award associated
with that gaming device (i.e., the gaming device’s primary or
default progressive award), the central server enables players
at one or more gaming devices in the gaming system to place
side bets on one or more progressive awards associated with
other gaming devices (i.e., supplemental progressive
awards). It should be appreciated that in one embodiment, if
a player is playing a first gaming machine and the player
places a side bet on a progressive award at a second, different
gaming machine, any award provided during the primary
game and/or secondary game of the second gaming machine
is independent of the amount of the side wager placed by the
player at the first gaming machine.

For example, as illustrated in FIG. 5, one or more gaming
devices display a screen or menu which enables a player to
select from a plurality of different progressive awards (asso-
ciated with different banks of gaming devices) maintained by
the central server which the player wishes to wager on. In this
embodiment, the player selects which side bets to wager on
and the gaming device is connected to or otherwise associated
with the progressive module which maintains the progressive
award(s) the player placed each side wager on. FIG. 6 illus-
trates another example wherein the player(s) at one or more
gaming machines are each provided a screen or menu of the
progressive awards the player(s) may wager on. In one
embodiment, each progressive award is associated with a
range of side bets which the player may place on such pro-
gressive awards. As seen in FIG. 6, in this example, a player
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selected to place a side bet or side wager of $ 0.10 on high-
lighted progressive award #3 and also place a side bet or side
wager of $4.00 on highlighted progressive award #4. In one
embodiment, to be eligible to win a supplemental progressive
award, a side bet placed by a player must be of at least a
designated amount. In one such embodiment, different side
bet amounts are required for different progressive awards. In
another such embodiment, each side bet placed by each
player in the gaming system must be equal or substantially
equal.

For example, as illustrated in FIG. 7, if a first player at
gaming device 14a (which is associated with a progressive
award of $798 and is further associated with a first progres-
sive module) places a side bet or side wager on a progressive
award of $6,654 associated with gaming device 145 (which is
associated with a second progressive module), the first play-
er’s side bet causes the central server to temporarily associate
gaming device 14a with the second progressive module, thus
providing the first player at gaming device 14a a chance of
obtaining the progressive award associated with gaming
device 144. In this embodiment, the progressive award asso-
ciated with gaming device 14a is designated or classified as
the default or primary progressive award and the progressive
award associated with gaming device 1454 is designated or
classified as a supplemental progressive award. It should be
appreciated that the classifications as primary or supplemen-
tal progressive awards is relative to each specific gaming
device. That is, ifa second player at gaming device 145 placed
a side wager on the progressive award of $798 associated with
gaming device 14a, then the progressive award of $798 asso-
ciated with gaming device 14a would be designated or clas-
sified as a supplemental progressive award for gaming device
145b (and the progressive award of $6,654 associated with
gaming device 145 would be designated or classified as the
default or primary progressive award). In other words, the
same progressive award may be classified as a default or
primary progressive award for at least one gaming device and
also as a supplemental progressive award for one or more
different gaming devices.

In one embodiment, a defined relationship or ratio exists
between a primary game wager for a first gaming device and
a side bet (to be eligible for the progressive award associated
with the first gaming device) placed by a second player at a
second gaming device. In one embodiment, the side bet
placed by a second player at a second gaming device must be
at least a predefined portion or percentage of a primary game
wager at a first gaming device. In one such embodiment, the
side bet placed by the second player at the second gaming
device must be at least a designated portion or percentage of
the maximum wager which may be placed on the primary
game of the first gaming device. For example, if the first
player at gaming device 14a is betting 100 coins (which may,
for example, be the bet required to be eligible for the progres-
sive award associated with gaming device 14a) and 5% or 5
coins of the first player’s wager funds the progressive award
associated with gaming device 14a (with the remaining 95%
or 95 coins funding the play of the primary game), then a
second player at gaming device 145 must place a side bet or
side wager of 5 coins to obtain a chance of winning the
progressive award associated with gaming device 14a. More-
over, if the second player at gaming device 145 is betting 500
coins (which may, for example, be the bet required to be
eligible for the progressive award associated with gaming
device 14b) and 2% or 10 coins of the player’s wager funds
the progressive award associated with gaming device 145
(with the remaining 98% or 490 coins funding the play of the
primary game), then the first player at gaming device 14a
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must place a side bet or side wager of 10 coins to obtain a
chance of winning the progressive award associated with
gaming device 14b. Accordingly, this side bet embodiment
provides for equal betting between both types of players (i.e.,
the player currently playing a designated gaming device and
any players not currently playing the designated gaming
device who wish to place a side bet on the progressive award
associated with the designated gaming device) to be eligible
for the progressive award associated with the designated
gaming device. In one embodiment, the central controller
weights the entries so both types of players are given a fair and
equal chance at the progressive based on their wagers. That is,
the central controller sets the bet requirements so the side bet
is essentially equated to someone playing for the progressive
award on the default gaming device.

In another embodiment, a weighted entry into the progres-
sive is utilized wherein equal bets are not required. In this
embodiment, for each side bet placed, the gaming system
determines the chances of winning the progressive award the
side bet was placed on in relation to the player’s side bet
wager amount, wherein the greater the side bet, the greater the
odds of winning the progressive award the side bet was placed
on. Referring back to the above example, the second player at
gaming device 145 is still betting 500 coins at a 2% entry into
the progressive associated with gaming device 145. Mean-
while, the first player at gaming device 14a has upped their
side wager to 20 coins. Accordingly, the central server appro-
priately weights both player’s entries such that the first player
at gaming device 14a now has twice the chance to win the
progressive associated with gaming device 145 than the sec-
ond player at gaming device 145. That is, because the first
player at gaming device 14a is contributing to the progressive
associated with gaming device 145 at twice the rate as the
second player currently playing gaming device 145, the first
player at gaming device 14a has increased their odds of
winning the progressive award associated with gaming device
14b. In this embodiment, when selecting a winner, if any, the
central server takes into account each player’s side bet wager
in comparison to the side bet wagers of any other players. In
these embodiments, a predefined relationship exists between
the amount of a player’s side bet and the player’s odds of
winning the progressive award which they placed a side bet
on. It should be appreciated that any appropriate weighting
method could be used as well as any appropriate betting
requirements.

In one such embodiment, two different players each play
for the same progressive award off of two different gaming
devices. For example, Player A is playing for a progressive
award of $10,000 as part of their gaming bet (i.e., the pro-
gressive award is associated with Player A’s gaming device
and may be provided during a play of Player A’s primary
wagering game) and Player B is playing for the same progres-
sive award of $10,000 by placing a side bet to be eligible to
win that progressive award. In this example, Player A wagers
$1.00 for each play or spin of the base game to be eligible for
the progressive award, wherein one percent (1%) of each of
Player A’s wagers is contributed to the progressive award and
the remaining portion of each of Player A’s wagers is used to
fund the base game of Player A’s gaming device. Moreover, to
be eligible to be enrolled to win the progressive award, Player
B places a side bet wager of $0.20. In a first embodiment, the
entire amount of a side-bet player’s wager (i.e., Player B’s
$0.20 side-bet) is contributed to the progressive award. In
another embodiment, only a portion of a side-bet player’s
wager is contributed to the progressive award, wherein that
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player’s odds of winning the progressive award are adjusted
accordingly depending on the portion contributed to the pro-
gressive award.

In the above-described example, Player A’s wager funds
the progressive award at a rate of $0.01 per play ($1.00x1%
contributed towards the progressive award) and thus Player A
has the odds of 1 in 1,000,000 ($10,000/0.01) of winning the
progressive award. In a first example, wherein Player B’s
entire side-wager is contributed to the progressive award,
Player B’s odds of hitting the progressive award are 1 in
50,000 ($10,000/0.20). In a second example, where only a
portion of Player B’s side-wager is contributed to the pro-
gressive award, if fifty percent (50%) of Player B’s side-
wager is contributed to the progressive award (with the other
fifty percent (50%) of Player B’s side-wager contributed else-
where), Player B’s odds of hitting the progressive award are 1
in 100,000 ($10,000/0.10). It should be appreciated that a
split of the side bet’s contribution to the progressive award
may be done in any suitable manner, such as 75% of a player’s
side-wager contributing to the progressive award and 25% of
the player’s side-wager allocated elsewhere.

In different embodiments, a portion of a player’s side-
wager that is not contributed to the progressive award is
allocated to one or more randomly provided consolation
prizes, allocated to a gaming establishment for offering one or
more side bet progressive awards, allocated as a form of
payback to a player or allocated in any other suitable manner.
In one embodiment, a portion of a player’s side-bet is allo-
cated back to the player to award the player for making the
side bet. In this embodiment, since the odds of a player
winning a progressive award on a side-bet may be low (i.e., if
the player is making a relatively low side bet) by providing the
player with another award for their side-bet wager (in addi-
tion to the chance of winning the progressive award), the
player experience increased entertainment and enjoyment.

It should be appreciated that in these embodiments, the
odds of a player winning the progressive award are calculated
by dividing the progressive award hit value by the player’s
progressive award contribution value. Conversely, an
expected value of a progressive award is calculated by deter-
mining the odds of winning the progressive award and mul-
tiplying the player’s progressive award contribution value by
these odds. It should be further appreciated that a progressive
award may be triggered (in any suitable manner as described
above) and provided to a player either before, at, or after the
progressive award increments to that progressive award’s
expected return.

In a first example including an accumulated value progres-
sive award with one or more side bet wagers, an accumulated
value progressive award hit value is determined to be $50,
000. In this example, monitoring of coin-in chunks is utilized
to determine when to provide this progressive award to a
player, wherein a single coin-in is registered to or otherwise
associated with the current chunk for each $1.00 wager
placed by Player A (i.e., a 1% contribution rate to the pro-
gressive award) and forty coins-in are registered to or other-
wise associated with the current chunk for Player B’s side-bet
of $0.40 (i.e., a 100% side-bet contribution rate to the pro-
gressive award). If a coin-in chunk includes one play by
Player A and one play by Player B and the current coin-in
chunk is responsible for putting the accumulated value pro-
gressive award at or over the accumulated value progressive
award hit value, then a matrix of 41 slots is created (as
described above). In line with each player’s wager contribu-
tions to the accumulated value progressive award, Player B is
allocated or otherwise associated with 40 slots in the matrix
and Player A is allocated or otherwise associated with 1 slotin
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the matrix. Thus, Player B has a 40/41 chance of winning the
accumulated value progressive award and Player A has a 1/41
chance of winning the accumulated value progressive award.
Accordingly, as Player B’s contribution to the accumulated
value progressive award (40 coins) is 40 times that of Player
A’s contribution to the accumulated value progressive award
(1 coin), Player B’s chance of winning the accumulated value
progressive award is approximately 40 times that of Player
A’s chance of winning the accumulated value progressive
award.

In another embodiment including a progressive award with
one or more side-bet wagers, the central controller (or one or
more individual gaming devices) randomly determines when
to provide the progressive award at any time based on one or
more probabilities. In this embodiment, a gaming system
operator assigns odds to providing the progressive award in
line with the value the gaming system operator wishes the
progressive award to hit at. That is, if a high progressive award
value is desired, the gaming system operator assigns lower
odds of a gaming device providing the progressive award. On
the other hand, if a low progressive award valueis desired, the
gaming system operator assigns higher odds of a gaming
device providing the progressive award. In one embodiment,
for each coin-in wagered by a player, the central controller (or
gaming device) determines, in any suitable manner, whether
to provide that player the progressive award. In one embodi-
ment, this determination is made for each play of a game. In
another embodiment, a separate pool is kept for each player
and this determination is made at certain designated intervals.

For example, for each $1.00 wager placed by Player A, a
single coin-in is registered to or otherwise associated with
Player A (i.e., a 1% contribution rate) and for each $0.10 side
bet wager placed by Player B, ten coins-in are registered to or
otherwise associated with Player B. In this example, for each
coin-in registered to a player, the gaming system determines,
for each played game, whether to provide that player the
progressive award. For example, if a progressive award has
odds of triggering for each registered coin-in of 1 in 500,000,
then Player A has a 1 in 500,000 chance of winning the
progressive award for each game played and Player B has a 1
in 50,000 chance (or a 10 in 500,000 chance) of winning the
progressive award for each game played. It should be appre-
ciated that since Player B’s contribution rate to the progres-
sive award is ten times Player A’s contribution rate to the
progressive award, Player B has a ten times greater chance of
winning the progressive award for each game played. In this
example, the average expected value of the progressive award
is $5,000 (500,000x0.01). It should be appreciated that the
progressive award may be provided to the player below, at, or
above this average expected value depending on the outcome
of the random determinations.

It should be appreciated that in one embodiment, altering
the player’s odds of winning a supplemental progressive
award does not apply to the embodiments described above
wherein the determination of which player, if any, wins the
supplemental progressive award is based on a generated sym-
bol or symbol combination. That is, if the determination of
winning the supplemental progressive award is symbol
driven, then once a player is eligible for a chance to win the
supplemental progressive award, the player’s odds of win-
ning the supplemental progressive award are fixed (and
dependent on the fixed probabilities associated with the sym-
bols) and does not change regardless of the amount of the side
bet placed on the supplemental progressive award. In one
embodiment, for a symbol driven progressive award (i.e., a
progressive award triggered by a generated symbol or symbol
combination) each player is required to place the same wager



US 9,159,196 B2

49

amount, regardless of if the wager is a side-wager or a primary
game wager. For example, if a game requires a primary game
wager of $1.00 to play and the progressive award contribution
rate is 1%, a side-bet player is required to place a side wager
of $0.01 (if the entire wager is applied to the progressive
award contribution).

In one example of this embodiment wherein each player
must place the same wager, Player A is placing a primary
game wager and Player B is placing a side-bet wager wherein
an outcome on Player B’s gaming device must be associated
with the progressive award. In this example, if the odds or
probability of Player A’s gaming device generating a symbol-
driven progressive award outcome (i.e., the symbol or symbol
combination associated with the progressive award) is 1 in
2,000,000, a symbol-driven outcome with the same 1 in
2,000,000 odds probability of being generated (or a combi-
nation of a plurality of symbol-driven outcomes resulting in
the same total probability) must be found on Player B’s gam-
ing device. Once a symbol-driven outcome associated with
the same probability of being generated is identified on Player
B’s gaming device, that outcome is also associated with the
progressive award. In this example, if a “7-7-7” symbol com-
bination is associated with the odds of 1 in 2,000,000 (and a
payout of 50,000 coins) on Player B’s gaming device, the
gaming system associates the “7-7-7” symbol combination
with the symbol-driven progressive award which Player B
placed a side-bet on. Hence, if Player B hits the “7-7-7”
symbol combination after placing a side bet, Player B is
provided both the payout of 50,000 coins and the symbol-
driven progressive award.

In one embodiment wherein the determination of which
player, if any, wins the supplemental progressive award is
based on a generated symbol or symbol combination, the
gaming system may utilize one or more probability equating
sequences, such as a selection game or a wheel, to equate for
different gaming devices including different odds of generat-
ing different symbol combinations. For example, if the odds
of a player winning a first symbol driven progressive award
are one in one-million and a player at a first gaming device
places a side bet on the first symbol-driven progressive award,
the first gaming device must include a symbol combination
which is theoretically generated once every million plays. If
the first gaming device includes at least one symbol combi-
nation which is theoretically generated once every million
plays, the first gaming device temporarily associates this
symbol combination with the first symbol-driven progressive
which the player placed a side bet on. On the other hand, ifthe
first gaming device does not include at least one symbol
combination which is theoretically generated once every mil-
lion plays, the first gaming device utilizes a probability equat-
ing sequence to create an event which is associated with the
odds of occurring as one in one-million. For example, if the
first gaming device includes at least one designated symbol
combination which is theoretically generated once every one-
hundred-thousand plays, the first gaming device couples one
of these symbol combinations with a probability equating
sequence which is associated with an odds of success of one
in ten. Accordingly, the total odds of the first player at the first
gaming device obtaining the designated symbol combination
and also obtaining a successful result in the probability equat-
ing sequence are one in one-million (i.e., equivalent to the
odds of success for the first symbol-driven progressive). In
other words, if a first gaming device includes a symbol event
associated with a first probability of triggering a symbol-
driven progressive and if a second gaming device does not
include a symbol event associated with the first probability of
triggering the symbol-driven progressive, the second gaming
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device utilizes one or more probability equating sequences to
derive an event associated with the first probability of trig-
gering the symbol-driven progressive. In one embodiment, if
a player places a side-bet wager on a supplemental progres-
sive award, the gaming device displays a side bet game to the
player. In this embodiment, if the side bet game results in an
outcome associated with the side bet progressive award, the
player is provided the progressive award; however if the side
bet game results in any other outcome, the player is not
provided any awards for the side bet game.

In one example wherein the same wager amount is not
required, Player A is playing a primary wagering game asso-
ciated with a symbol-driven progressive award, wherein
$0.01 of Player A’s wager is contributed to the progressive
award and the odds of Player A’s gaming device generating
the progressive award outcome is 1 in 2,000,000. In this
example, Player B is placing a side wager of $0.25 on the
symbol-driven progressive award and $0.25 of Player B’s
wager is contributed to the progressive award (i.e., Player B is
contributing 25 times more to the progressive award than
Player A). In one such example, Player B’s gaming device
communicates with the central controller to find a symbol
combination with odds of 1 in 80,000 (2,000,000/25) and
Player B’s gaming device (or the central controller) associ-
ates this found symbol combination with the progressive
award outcome. This association equates the value of each
player’s contribution to the progressive award to their actual
chance of generating a symbol combination associated with
the progressive award. In one embodiment, restrictions are
placed on the side wager to ensure the gaming system is able
to find the proper symbol combination. In this embodiment, a
side wager may be rejected if the gaming system is unable to
make the associations required.

In another embodiment wherein the same wager amount is
not required, the gaming system does not modify or reasso-
ciate any symbol combinations on the gaming device which a
player placed a side-bet on. In this embodiment, a side-bet
player’s gaming device displays a cycling through a number
of plays of a primary game player’s gaming device (which
may be displayed via a small pop-up or any other suitable
manner), wherein the number of plays is based on the player’s
side bet. For example, if Player A is playing a primary wager-
ing game associated with a symbol-driven progressive award
(wherein as described above, $0.01 of Player A’s wager is
contributed to the progressive award and the odds of Player
A’s gaming device generating the progressive award outcome
is 1 in 2,000,000) and Player B is placing a side wager of
$0.25 on the symbol-driven progressive award (wherein as
described above, $0.25 of Player B’s wager is contributed to
the progressive award), then while Player B is playing their
own base game, Player B’s gaming device displays a cycling
through of twenty-five plays of Player A’s base game to see if
the progressive outcome occurs. In this example, Player B is
only provided an award for a winning progressive outcome
(as the progressive award is all that Player B’s side-bet wager
funded). It should be appreciated that the 25 chances dis-
played to Player B for each chance at the progressive award
provided to Player A is relative to each player’s relative con-
tribution rate to the progressive award (i.e., Player B contrib-
uted 25 times as much as Player A). It should be further
appreciated that the odds of the progressive award outcome
occurring for each play displayed on Player B’s gaming
device is equal to the same odds of the progressive award
outcome occurring that Player A’s gaming device has,
wherein the difference is that Player B is given 25 chances at
the progressive award outcome for each side wager. In one
embodiment, a maximum side bet limit is imposed to limit the
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number of plays a player receives as to not cause the base
game played on Player B’s gaming device to be idle for too
long as Player B awaits their side bet outcome. In one embodi-
ment, appropriate messaging, such as “Win your side bet
Progressive with an outcome of 7-7-7” may be provided
through any suitable audio, audio-visual or visual devices.

In another embodiment, no base game is required to be
played for a player placing one or more side-bets. For
example, Player B may play for a side bet progressive award
outcome only and not play any base games on Player B’s
gaming device. It should be appreciated that the requirement
of'no base games works better for certain types of progressive
awards, wherein the requirement of whether or not a base
game is required may be different for different types of pro-
gressive awards, different types of base games, or any other
criteria.

As described above and further illustrated in FIG. 8, in
another embodiment, each gaming machine is not initially
associated with any progressive modules and thus any pro-
gressive awards. In this embodiment, the players at the gam-
ing machines place zero, one or more side bets and each
gaming machine is connected only to the progressive mod-
ules which match the player’s side bet(s). For example, a first
player at gaming device 14a placed side bets on progressive
awards A and C (maintained by progressive modules A and C)
and thus progressive modules A and C are associated with
gaming device 14a; a second player at gaming device 145
placed a side bet on progressive award C (maintained by
progressive module C) and thus progressive module C is
associated with gaming device 14b; a third player at gaming
device 14¢ placed side bets on each of the progressive awards
and thus progressive modules A, B, and C are each associated
with gaming device 14¢; and a fourth player at gaming device
14z did not place a side bet on any progressive modules and
thus no progressive modules (and no progressive awards) are
associated with gaming device 14z.

In another embodiment, the gaming system disclosed
herein enables a player to exchange or trade the progressive
award associated with the player’s currently played gaming
device for a progressive award not associated with the play-
er’s currently played gaming device. In this embodiment, the
gaming system enables a player to exchange a chance to win
a primary or default progressive award associated with one
progressive module for a chance to win a different supple-
mental progressive award associated with a second progres-
sive module. In one embodiment, the gaming system enables
a player to exchange a chance to win a primary or default
progressive award for a chance to win a plurality of different
supplemental progressive awards (or exchange a chance to
win each of a plurality of primary progressive awards for a
chance to win a different supplemental progressive award). In
one embodiment, to exchange one progressive award for
another progressive award, the progressive awards must be
associated with each other, such as having substantially the
same range of values, substantially the same contribution
rates, and/or substantially the same hit rates. In another
embodiment, if a player exchanges a first progressive award
for a second progressive award which does not have substan-
tially the same characteristics or parameters as the first pro-
gressive award (i.e., the second progressive award is substan-
tially more valuable than the first progressive award), the
gaming system enables the player to only obtain part of the
second progressive award.

In another embodiment wherein each gaming device
includes a separate wager meter which tracks wagers placed
at that gaming device, if one or more side bets are placed on
a gaming device, that gaming device individually flags and
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accounts for each side bet placed when communicating such
side bet information to the central server. Upon receiving such
information, the central server allocates the flagged side bet
information to the appropriate progressive module and appro-
priate progressive award. In other words, in this embodiment,
each gaming machine divides the total amount wagered at
that gaming machine into an amount wagered on the under-
lying primary game and any amount(s) wagered (via one or
more side bets placed) on each progressive award. It should
be appreciated that, as described above, different players at
different gaming devices may place side bets of the same or
different amounts on the same progressive award and thus the
central server may account for different side bet amounts
from different individual gaming devices.

In one embodiment, enabling players to place side bets on
one or more progressive awards provides each player the
potential to select from multiple different progressive awards
that are available through the central server. This embodiment
enables many player to participate in a designated progres-
sive, even if they are not currently on a gaming machine that
is directly associated with the designated progressive. Such a
gaming system enables each player to participate in (i.e.,
obtain a chance to win) any progressive in the gaming system,
such as any progressive currently incremented in the casino,
without having to seek out a specific gaming machine or wait
until it becomes available. Such a gaming system further
enables a player to participate in multiple progressives simul-
taneously, sequentially or in an over-lapping manner. Accord-
ingly, in this embodiment, a player who placed a full side bet
wager and is eligible for the game’s own progressive award
could theoretically obtain a plurality of progressive awards
from a single play of a single gaming machine. The side bet
feature creates a dynamic for the gaming system wherein both
players of a game associated with the progressive award and
non-players of a game place side bets to participate or com-
pete for the same progressive award.

Itshould be appreciated that in one embodiment, if a player
at a gaming device places a side-bet on a progressive award,
the central controller communicates data to the gaming
device and the gaming device determines if the player is
provided the side-bet on progressive award. If the gaming
device determines to provide the player the side-bet on pro-
gressive award, the gaming device provides the player the
side-bet on progressive award and communicates data to the
central controller regarding the providing of the progressive
award.

In one embodiment, the side bet feature is implemented as
a separate mini game on the gaming device which presents
information to the central server like any other game. In one
embodiment, the side bet sends a progressive file with its
paytable information to the central server to be matched to an
appropriate progressive award based on these characteristics.
This on-demand feature essentially enables the player and/or
operator to create, modify, and remove progressive awards
quickly and efficiently to provide a dynamic floor that is
adaptable to current demand. Accordingly, the gaming sys-
tem disclosed herein lends itself to a server based gaming
environment due to its quick ability to modify, assign and
change gaming devices within the entire gaming system.
These changes can be called for by both the player and the
casino to adapt progressive awards to be implemented in a
server based gaming environment to create an on-demand
gaming environment.

In one embodiment, the setup of the gaming system
enables for there to be two or more groups of progressive
awards associated with a single gaming device (as could
occur by the side-bet feature discussed above). For example,
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if a player chooses to place a side bet on a different progres-
sive than the one associated with their currently played gam-
ing device, the gaming device creates two progressive files
(one for each wager placed) and the central server sorts
through the data to enable the gaming device to contribute to
two groups of progressive award in a single game play with-
out requiring complex progressive metering at the gaming
device. That is, for each progressive associated with a gaming
device (as either a primary progressive award or a supplemen-
tal progressive award associated with a side bet), the gaming
device sends a separate progressive file to the central server
for the central server to sort out and assign to the proper
progressive award.

Accordingly, in one embodiment, the gaming system dis-
closed herein includes a plurality of first gaming machines
operable upon wagers by players, and a plurality of supple-
mental gaming machines operable upon wagers by players.
The gaming system also includes a progressive award module
associated with the plurality of first gaming machines, the
progressive award module including at least one progressive
award based at least in part on a wager contribution level of
each of the plurality of first gaming machines. The gaming
system further includes a progressive award triggering event
associated with the progressive award module, wherein each
of'the plurality of first gaming machines has a first wager level
and a second different wager level which are each associated
with a different probability of triggering the progressive
award triggering event and each are associated with a difter-
ent wager contribution level, the different probabilities and
contribution levels each being greater than zero. In this
embodiment, the gaming system also includes a side wager
event associated with the plurality of supplemental gaming
machines. Upon the side wager event being triggered at at
least one of the supplemental gaming machines, the progres-
sive award module is operable to determine the supplemental
gaming machine associated with the side wager event, deter-
mine a wager level associated with the side wager event and
determine a wager contribution level associated with the
determined wager level. The progressive award module is
also operable to determine a probability for the determined
supplemental gaming machine to trigger the progressive
award triggering event, wherein the probability is based at
least in part on the determined wager level and the first and
second wager contribution levels from at least one first gam-
ing machine, and determine based on the determined prob-
ability if the determined supplemental gaming machine trig-
gers the progressive award triggering event. In another
embodiment, the progressive award module determines the
probability for the determined supplemental gaming machine
by multiplying the determined wager contribution level asso-
ciated with the side wager event by a probability of triggering
the progressive award associated with a first gaming machine,
divided by the wager contribution rate associated with the
first gaming machine.

In another embodiment, the gaming system disclosed
herein includes a progressive award module including at least
one progressive award, a progressive award triggering event
associated with the at least one progressive award, and a
plurality of first gaming machines in communication with the
progressive award module. Each of the first gaming machines
are operable upon a wager by a player. In this embodiment,
each ofthe first gaming machines includes a base game, a first
wager level and a second different wager level, wherein the
first and second wager levels each provide an opportunity to
win an award from said base game. Each of the first gaming
machines also includes a first progressive contribution level
based on said first wager level and a second different progres-
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sive contribution level based on said second wager level,
wherein said first and second progressive contribution levels
are each greater than zero. In this embodiment, each of the
first gaming machines also includes a first probability of
being associated with the progressive award triggering event
based on the first wager level and a second different probabil-
ity of triggering the progressive award triggering event based
on the second wager level, wherein said first and second
probabilities of triggering the progressive award triggering
event are each greater than zero. In this embodiment, the
gaming system also includes at least one supplemental gam-
ing machine in communication with the progressive award
module, wherein the supplemental gaming machine are oper-
able upon a wager by a player. In this embodiment, the
supplemental gaming machine includes a supplemental base
game, at least one side wager level greater than zero, wherein
the side wager level does not provide an opportunity to win an
award from said supplemental base game, a supplemental
progressive contribution level based on the side wager level,
said supplemental progressive contribution level being
greater than zero, and a supplemental probability of being
associated with the progressive award triggering event based
on the side wager level, said supplemental probability being
greater than zero. In one such embodiment, the progressive
award module is configured to increment the at least one
progressive award based on the first, second and supplemen-
tal progressive contribution levels, identify any of the first and
supplemental gaming machines associated with the progres-
sive award triggering event, (wherein said association is
based on the first, second and supplemental probabilities),
and provide said at least one progressive award to any of the
first and supplemental gaming machines identified as being
associated with the progressive award triggering event.

Player Tracking

In another embodiment, the gaming system disclosed
herein utilizes player tracking information to determine
which gaming devices to associate with which progressive
modules (and thus which progressive awards maintained by
the central controller each player is eligible to win). In one
embodiment, all gaming machines are eligible regardless of
the status or “player tracking level” of the player at each
gaming machine. In another embodiment, the central control-
ler utilizes such information maintained by the player track-
ing system to ascertain betting history and wagers about each
player. In this embodiment, players who consistently bet high
and spend substantially amounts of time and/or money at a
casino may be more likely to be eligible to win or receive a
progressive award than a player who has little or no recorded
history with the casino (i.e. a player with little or no tracked
information). For example, the central server or player track-
ing system might rate the players as follows: 1) Player A with
a player tracking card with a long history of high bets, 2)
Player B with a player tracking card with a long history of
average bets, 3) Player C with no player tracking card cur-
rently wagering high on a gaming machine for a specified
period of time, 4) Player D with a player tracking card with a
history of low bets, 5) Player E with no player tracking card
currently wagering average bets and 6) Player F with no
player tracking card currently wagering low bets. In this
embodiment, Player A would be more likely to receive one of
the progressive awards than Player F; however, in this
embodiment, each of the players are still eligible to receive
one of the progressive awards. It should be appreciated that
just because the player tracking system does not maintain
information about a player (i.e., the player does not have a
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tracking card), the player could still obtain a higher likelihood
of receiving one of the progressive awards by wagering high
bet amounts.

In one embodiment, the activation of the progressive mod-
ules of the central server are based on a player tracking system
(implemented through a player tracking card or other suitable
manner). In this embodiment, when a player inserts his or her
player tracking card, the gaming machine sends suitable
information to the central server. In one embodiment, the
central server hosts the player tracking server, while in
another embodiment, the central server requests the informa-
tion from a separate player tracking server. Once the central
server receives the information, the central server determines
the status or “player tracking level” of the player. If the
“player tracking level” is of a predefined limit, the player is
eligible for progressive gaming and the central server acti-
vates another progressive module and associates it with the
player’s gaming machine. Thus, the gaming machine the
player is currently playing is now connected to a progressive
module and provides the player with the ability to increment
the progressive pool further as well as possibly win it.

In another embodiment, the awarding of the progressive
award is based on the player’s status (via a player tracking
system). For example, a bronze player may have a 0.5%
chance of winning a designated progressive award main-
tained by the progressive module associated with the player’s
currently played gaming device, a silver player may have a
1.0% chance of winning the designated progressive award, a
gold player may have a 1.5% chance of winning the desig-
nated progressive award and a platinum player may have a
2.0% chance of winning the designated progressive award. In
another embodiment, the player’s status is used to determine
which level or progressive award of a multi-level progressive
award configuration the player is eligible for. For example, if
a player’s club defines its players as bronze, silver, gold, and
platinum, the bronze player may be eligible for only the
bottom level of the MLP, the silver player may be eligible for
the bottom two levels of the MLP, the gold player may be
eligible for all but the top award on the MLP, and the platinum
player may be eligible for all levels of the MLP.

In another embodiment, the player tracking card or system
enables for a “personal progressive” which is associated with
the specific player via the player tracking card. In this
embodiment, the personal progressive increments based on a
player’s play of a gaming machine and is stored in association
with that player’s tracking card. Thus, if a player moves to
another gaming machine, their personal progressive incre-
mental value moves with them. In one embodiment, the play-
er’s personal progressive adjusts to the level of the player or
of'the game selected to play. In one embodiment, players with
higher card levels are offered higher personal progressives or
games of a certain type result in higher personal progressives.

In one embodiment, the gaming system disclosed herein
provides personal equity progressive awards maintained by
one or more progressive modules of the central controller. In
this embodiment, in addition to the gaming system adding a
percentage of all players’ wagers to a group progressive
award, the progressive award gaming system adds a second,
individual player award or increment to the group progressive
award for each individual player to form a personal progres-
sive award for each player. That is, in this progressive setup,
each player playing for the same group progressive award is
provided a different total progressive award depending on
that player’s individual personal increment amount. Such a
configuration provides the higher betting players a larger
progressive award than players who play or wager less.
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In one embodiment, restrictions are put on eligibility for
one or more personal progressive awards, such as providing
personal progressive awards for player tracking carded play-
ers only. In one such embodiment, a personal progressive
award is tied to a player tracking card and thus tracks play on
many games at many gaming devices (i.e., the personal pro-
gressive moves with the player). In one embodiment, the
player’s personal progressive award is provided to the player
in addition to any other progressive awards provided to the
player. In another embodiment, a player’s personal progres-
sive award has limitations regarding which group progressive
awards it may be provided with.

In one example of this embodiment, a group progressive
award is equal to $1050.00 and a personal progressive incre-
ment is equal to 1% of a player’s wagers. In this example,
Player A has wagered $300 (i.e., a personal increment of $3)
and thus has a total progressive award of $1053.00. Player B
has wagered $2,500 (i.e., a personal increment of $25) and
thus has a total progressive award of $1075.00. Player C has
wagered $15,000 (i.e., a personal increment of $150) and thus
has a total progressive award of $1200.00.

In another embodiment, as mentioned above, a personal
progressive award follows the player and is transferable (via
a player tracking card) to any eligible game at any eligible
gaming device that the player plays. For example, if Player A
changes to a game with a $205 group progressive award and
Player A is provided this new group progressive award, Player
A is provided a total award or payout of $208 to account for
Player A’s personal increment of $3 that followed Player A. In
one embodiment, a personal progressive award stays with the
player until the player actually wins a progressive award. This
setup provides a motivation for the player to continue to play,
knowing they will eventually win their personal progressive
award.

It should be appreciated that even if a first player is pro-
vided that player’s personal increment amount (which resets
to a base value or amount), other player’s personal increment
amounts do not reset until a suitable triggering event (such as
being provided to a player). Relating back to the first example
of the three players playing the $1050.00 progressive award,
if Player A wins that progressive award and the progressive
award is reset back to $500, the three player’s new personal
progressive values would be: Player A’s total progressive
award is $500 (since their personal increment value also reset
when they won the progressive award); Player B’s total pro-
gressive award is $525 (as their $25 personal increment value
has not been reset); and Player C’s total progressive award is
$650 (as their $150 personal increment value has not been
reset either). Accordingly, this embodiment provides a more
attractive reset to players than traditional progressive awards
because the reset value is higher than normal (i.e., one or more
player’s personal progressive increment have not been reset
and carry over) which helps to eliminate jackpot fatigue.
Moreover, in this embodiment, players are likely to want to
continue to play for a progressive award in hopes of winning
their personal progressive award which they may become
personally attached to.

In another embodiment, multiple progressive awards or
progressive pools are assigned to or personally associated
with each player. In one such embodiment, a player carries a
number of different personal progressive awards (such as a
small personal progressive award, a medium personal pro-
gressive award, and a large personal progressive award). In
one embodiment, each of these personal progressive awards
has a different contribution rate and if one is provided to the
player, the other personal progressive awards are still avail-
able to the player. This embodiments provides that a player
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will most likely have at least one personal progressive award
greater than zero available in the event that one of their
personal progressive awards is provided. In one embodiment,
an MLP configuration includes more than one personal pro-
gressive award. In this embodiment, there are a number of
progressive award levels available through the MLLP configu-
ration (such as the gold, silver, and bronze progressive
awards), wherein the player has an associated personal pro-
gressive award for each MLP award level. For example, if the
player is provided the gold progressive award level, the player
is also provided their gold personal progressive award, but the
current values for their remaining silver and bronze personal
progressive awards are not reset.

In another embodiment, increment rates for one or more
personal progressive awards are different for each player
based on each players playing tracking card club rating. For
example, a basic club member’s personal progressive award
increments at 0.05% while a platinum club member’s per-
sonal progressive award increments at 0.2%. In one embodi-
ment, a gaming establishment or casino places restrictions on
one or more of the personal progressive awards, such as a
personal progressive award is only available at certain times
(i.e., the casino wishes to promote play at a certain time, such
as during slow days or slow times).

In these embodiments, any suitable information regarding
one or more personal progressive awards is provided to the
player via the appropriate messaging (such as “Your personal
progressive is now $50.00!! You can collect this anytime you
win a progressive jackpot!!”). These messages may inform
the player that their personal progressive will continue to
grow until a progressive award event occurs, that the player
won their personal progressive and/or any limitations that are
associated with their personal progressive. In other embodi-
ments, appropriate messaging is sent by the central server to
inform players that their personal progressive awards have
not been reset and may still be provided upon the player
winning a jackpot.

WAP

Another usage of a central system based progressive con-
troller is the ability to accommodate the feature of a wide area
progressive (WAP) on demand. As indicated above, a WAP is
a progressive award that is played over a large area and
involves a large number of gaming machines. The gaming
machines communicate with the progressive server regarding
their coin-in values and the progressive server determines the
amount of the WAP. Such coin-in values are also used to
determine which players are eligible to play for the WAP (i.e.
did the player wager the maximum bet amount) and the por-
tion of each player’s bet which is allotted for the WAP. In one
embodiment, the WAP is won when the player receives a
winning combination, such as three winning symbols on a
specified payline.

In one embodiment of the gaming system disclosed herein,
a host site computer or master WAP controller is coupled to a
plurality of the central servers at a variety of mutually remote
gaming sites for providing a multi-site linked progressive
automated gaming system, such as through a wide area net-
work or WAN. In one embodiment, the central server com-
municates to the WAP controller for progressive award data
and appropriate security messaging. In one embodiment, a
host site computer may serve gaming devices distributed
throughout a number of properties at different geographical
locations including, for example, different locations within a
city or different cities within a state. In one embodiment, the
host site computer is maintained for the overall operation and
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control of the gaming system. In this embodiment, a host site
computer oversees the entire progressive gaming system and
is the master for computing all progressive awards or progres-
sive jackpots. All participating gaming sites report to, and
receive information from, the host site computer. In this
embodiment, each central server computer is responsible for
all data communication between the gaming device hardware
and software and the host site computer.

Such a setup provides the players of these gaming devices
the ability to play for wide area progressive awards on
demand, wherein a player may select to participate in one or
more WAPs. If a player selects to participate in a WAP, the
player’s gaming device communicates with the associated
progressive module on the central server to enable the player
to play for the selected WAP. Thus, the player is enabled to
participate in one or more WAPs ata gaming device which the
player chooses. It should be appreciated that this embodiment
gives the player not only the ability to play for any WAP on
any gaming machine, but also enables the player to choose
from different WAPs available to them.

In one embodiment, the casino utilizes the central server to
communicate with a sign controller to display on one or more
gaming devices (or on one or more peripheral displays asso-
ciated with the gaming devices) information regarding the
WAP. In one embodiment, these displays advertise or scroll
the WAP on demand capability for the player. In another
embodiment, the casino uses this display to indicate to the
players which WAPs are available to participate in as well as
to display other pertinent information about the available
WARPs, such as current value, buy-in requirements.

In another embodiment including the above-described
WAP on demand feature, the gaming system operator enables
eligible WAP games on eligible gaming devices. In this
embodiment, the gaming devices are each gaming system
operator configurable to host WAP games. In one embodi-
ment, the gaming system operators are given incentives to
enable more WAPs on demand on more gaming devices in a
gaming system. This enables a greater and dynamic number
of gaming machines to be connected to the WAP network, but
would give more control over the system to the operator as
opposed to the player for how the WAP would be available.

Another embodiment utilizing WAPs on demand incorpo-
rates one or more side bets. In one embodiment, one or more
gaming devices in the gaming system each enable a player to
place a side bet on one or more WAPs. In this embodiment,
once a player places one or more side bets on one or more
WARPs, the player’s currently played gaming device is con-
nected to or otherwise associated with the associated progres-
sive module(s) in the central server which maintain each
wagered on WAP. This side bet features gives the players the
potential to select from multiple different WAPs that are
available through the central server. In this embodiment, each
WARP has its own progressive module in the central server and
in one embodiment, the central server determines which of
the eligible players to provide which WAP. This determina-
tion of which players at which gaming devices are provided
which WAPs may be game triggered, system triggered, based
on a side wager, predetermined, randomly determined, deter-
mined based on the player’s primary game wager, determined
based on the player’s status (such as determined through a
player tracking system), determined based on a level of a
jackpot award, determined based on time (such as the time of
day) or determined based on any other suitable method or
criteria.

In one embodiment, each gaming machine is connected
only to the WAPs that match the side bet(s) which the player
wagered on. In another embodiment, in addition to any WAPs
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the player placed a side bet on, each gaming device may also
be eligible for the default progressive award associated with
the player’s gaming device. Thus, a player who is placing a
full side bet wager on four difterent WAPs and is also eligible
for the gaming device’s default progressive award could theo-
retically win five progressive jackpots from a single play of a
single gaming device. It should be appreciated that the deter-
mination of if the player is eligible for the gaming device’s
default progressive award may be automatic, based on a side
wager, predetermined, randomly determined, determined
based on the player’s primary game wager, determined based
on the player’s status (such as determined through a player
tracking system), determined based on a level of a jackpot
award, determined based on time (such as the time of day) or
determined based on any other suitable method.

In one embodiment, one or more relatively smaller wins or
smaller progressive awards are associated with a player’s
WAP side bet. Such smaller WAPs enables for a greater
number progressive awards to be made available to players of
the gaming system. Thus, these smaller WAPS and smaller
wins provide for a greater hit frequently and create additional
excitement among players as they feel these smaller WAPs
are actually attainable.

In one embodiment, each WAP has its own accounting
function integrated into its associated progressive module. In
another embodiment, if the WAP extends multiple properties,
each multi-site WAP is in communication with the master
WARP controller for accounting purposes. As described above,
the accounting may be a separate dollar amount based upon
the side wagers. In one embodiment, the side wager is a fixed
dollar amount wherein a specified bet is required. In another
embodiment, the side wager is a variable dollar amount set by
the player. In this embodiment, when selecting a winner, the
central server takes into account the player’s side bet wager in
comparison to the side bet wagers of other players. For
example, a player who consistently places a higher side bet
wager on a designated WAP has a greater chance or probabil-
ity of winning the designated WAP than a player who consis-
tently places the minimum side bet wager on the designated
WAP.

In addition to a side bet feature, in one embodiment, the
gaming system enables for the WAP on demand as a second
game, for example, on an upper display. In this embodiment,
the WAP second game is independent of the base or primary
game and the gaming system enables the player to enter the
WARP second game based upon any number of criterion, such
as game driven, mystery, operator controlled or any other
suitable criteria.

In another embodiment, the WAP on demand feature is
integrated with a player tracking system. In this embodiment,
the player tracking system collects data from a player’s track-
ing card and uses this information in implementing the WAP
on demand. Based on the data collected, the gaming system
determines whether or not to offer the player the option to
have one or more WAPs on demand. In another embodiment,
player preferences are stored by the player tracking system
and the gaming system automatically recognizes if the player
has a history of playing for one or more WAPs on demand,
which WAPs they prefer, as well as the player’s wagering
history. In one embodiment, adjusted game menus are pre-
sented based upon the player’s information attained from the
player tracking system. Such embodiments provide incen-
tives, offers, or other suitable comps to the players, which
provides players with a customizable playing experience with
the WAP based on stored player preferences.

Beyond the effect on the progressive gaming systems,
increased player control, increased operator control and the
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flexibility offered by enabling the central server to also serve
as the progressive controller, the gaming system disclosed
herein has potentials for cross property implementation. It
should be appreciated that apart from the WAP on demand
having the capability to be cross-property, the linked systems
as well as the MLPs may be implemented as cross-property
progressives. As detailed above, in both the linked and MLP
systems, the gaming devices are connected to their appropri-
ate progressive module which are part of the central server. In
one embodiment, to be implemented as a cross-property, the
progressive module is in communication with a master global
server. Each master global server would be restricted by cur-
rent gaming regulations and would accept only progressive
communications from regulated and verified machines (i.e.
no cross of state links). As with the case when multiple MLP
systems are connected together, this embodiment enables for
progressives to grow at a much larger rate, hit frequencies to
increase and player excitement to grow along with casino
revenue.

Signage

As discussed briefly above, this configuration of the pro-
gressive controller within the central server provides the abil-
ity to control the signage for the gaming machines in the
gaming system. As seen in FIG. 9, each individual sign 106 is
associated with a sign controller 104 which is connected to
the central controller as shown below.

The central server communicates with the sign
controller(s) and instructs what content to display, where to
display such content, how to display such content and for how
long to display such content. In one embodiment, the sign
controller displays any information as long as it has the proper
content manager. For example, the sign controller causes the
sign to display the current values of the progressive award the
gaming machine (or bank of gaming machines) is currently
connected to or associated with. In another embodiment, the
sign controller causes one or more signs to display informa-
tion such as winners and jackpots won. In one example, the
sign controller has the capability of displaying information
about other progressive awards the central server has progres-
sive module information for. It should be appreciated that the
sign controller is programmed on a loop to display a plurality
of information not only on a single sign, but also on other sign
in the casino as well. It should be further appreciated that such
information can be provided to the players through any suit-
able audio, audio-visual or visual devices.

As also illustrated in FIG. 9, in one embodiment, auxiliary
devices, such as player tracking information terminals 108,
have signs connected to the sign controllers in communica-
tion with the central server. These signs at these locations
would also loop through progressive information to encour-
age and excite players about current progressive awards and
progressive award levels. This would motivate the players to
find the gaming machines where they can participate for these
progressive award events.

In one embodiment, the control of the signage is essential
in the implementation of cross-property progressive or WAPs
on demand. Because of the cross-property nature, players are
unable to see or hear every time a hit is achieved. The use of
signage is therefore critical to communicating this informa-
tion and keeping player excitement up. In different embodi-
ments, the signs are used to show the current progressive
levels as well as jackpot or progressive award hits and the
progressive awards won by those who achieved the hits. In
one embodiment, the master server communicates with the
central server the status of the MLP or any linked system
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progressive awards. The central server communicates this
information to associated sign controllers for each progres-
sive gaming system to display the information to the players.
In one embodiment, one or more gaming devices in the gam-
ing system display information about one or more of the
progressive awards which a player may wager on, which
progressive awards are associated with which games and/or
which progressive awards are associated with which gaming
themes or types of gaming devices. In one such embodiment,
the gaming device scrolls information about each progressive
award on one or more displays. In another embodiment, the
central controller communicates data or information to one or
more display devices near a bank of gaming devices, wherein
the display devices display which progressive awards are
associated with the actively played games at the gaming
devices in the bank, which progressive awards are associated
with non-played games at the gaming devices in the bank or
any other suitable information relating to one or more pro-
gressive awards which one or more players may play for.

By enabling the central server to house all of the progres-
sive modules and communicate with the separate sign con-
trollers, the gaming system presents the player with much
more information and is suited for the adaptability that goes
along with server based gaming. In the event the gaming
system operator or the player changes which progressive
award a gaming machine (or bank of gaming machines) is
playing, the gaming system recognizes this change and
dynamically changes the sign information to that which is
most appropriate for the current state of the gaming machine
and the player playing the gaming machine.

For example, in a stand-alone progressive embodiment,
each gaming machine has the appropriate signage for its
progressive. Because it is connected to the central controller,
the sign controller accurately reflects status information to the
player. In one of the embodiments discussed above, progres-
sives may only be available to a certain level of player. In this
embodiment, if a non-eligible player inserts his or her player
tracking card, the gaming system recognizes that the gaming
device should not be associated with a progressive module
and therefore no progressive information should be displayed
to the player. Likewise, in an MLP progressive configuration,
only certain progressive award levels should be shown to a
player who is not of the highest status. In these embodiments,
the signs may be used to provide explanation to the player as
to why they are eligible for the bonuses available to them.
Further, the signs could display how to become eligible for
other bonuses the player is not able to obtain.

In another embodiment, the PM gaming system described
above includes a plurality of messages to provide to the
player. For example, these messages inform the player of
progressive award or jackpot information, attract players to
one or more progressive awards, inform player of their status/
eligibility for one or more progressive awards, display when
a progressive award is won, display when a gaming session
has ended, provide suitable player alerts, or display any other
suitable information chosen by the gaming system operator.
In another embodiment, the PM keeps progressive award or
jackpot tokens, which are similar to messages, but are only
communicated within the gaming system (to game machines,
kiosks, displays, meters, etc.). These tokens include informa-
tion about progressive award amounts, player ranking bonus
amounts, variable bonus amounts, progressive award hit
amounts, player information, progressive award information,
gaming machine information, or any other suitable informa-
tion chosen by the gaming system operator.

In another embodiment, the central controller (or progres-
sive module of the central controller) broadcasts performance
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messaging to one or more devices in the gaming system. In
one embodiment, the PM is incorporated with a sign manager
which integrates with the PM to display any suitable infor-
mation. For example, if the PM receives coin-in meters at a set
rate, the PM communicates with the sign manager (based on
that rate) to broadcast any updates to any progressive awards
or progressive pools.

By utilizing of the central server to communicate with each
sign controller, the gaming system presents a wealth of infor-
mation to the player about not only progressive awards the
player is participating in, but also other progressive awards
that may be available to the player. Furthermore, the central
server and sign controller configuration enables for the signs
to be custom tailored to the player who is playing each gam-
ing device to provide the player with information that will be
most beneficial to their gaming session.

Partial Payouts

In one embodiment, the gaming system disclosed herein
provides for shared progressive awards wherein the player
receives a payout established based on the ratio of their wager
to all wagers at the time of the win. In one embodiment, the
ratio is calculated as a function of the player’s wagering
history on the gaming device or any other known method of
establishing how much a player is wagering in comparison to
other players or how a player rates in comparison to other
players. This embodiment enables for multiple players to
share in a progressive award, even if it is only triggered by one
of them. This causes increased excitement as many players
would receive payouts, which reduces disappointment with
not winning the progressive award. The integration with the
sign control and the player tracking, as described above,
provides that establishing payouts to the player and commu-
nicating information about the progressive award status is a
much easier task due to the centralized nature of the system.

This gaming system configuration also provides the capa-
bility of partial progressives. In one embodiment, the progres-
sive award provided is based on the player’s actual bets. This
embodiment relieves the stigma of always having to place the
maximum bet because the player is provided a set amount of
the progressive based on their relative betting. In another
embodiment, providing a partial progressive award is based
on how much the player is side betting. For example, if there
are four possible progressives to side bet on, a player may
only receive 100% of a progressive award they win if they
chose to place a side bet on all four possible progressive
awards.

In another embodiment, the providing or awarding of the
partial progressive award is based on the player’s status (via
a player tracking system). As in the example above, a bronze
player may have a chance of winning 25% of the full progres-
sive, a silver player may have a chance of winning 50% of the
full progressive, a gold player may have a chance of winning
75% of the full progressive and a platinum player may have a
chance of winning 100% of the full amount. In another
embodiment, the providing of the partial progressive is based
on a player’s bet pool (the higher the bet pool, the higher the
chance of receiving the full progressive amount) or on the
player’s overall proportion of contribution compared to that
of other players. As in the example above, Player A has
contributed 300 credits and Player B has contributed 700
credits to the current pool of 1000 credits. Upon deciding to
award the 1000 credits, the gaming machine provides Player
A a chance of being awarded 30% of the full progressive and
Player B a chance of being awarded 70% of the full progres-
sive award, wherein the partial amount of the progressive
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award each player may win is based on their overall propor-
tion of contribution. It should be further appreciated that any
suitable characteristic to define a partial progressive could be
used at the desire of the gaming system operator and/or game
designer.

In one embodiment, consolation awards are provided to
everyone playing for the progressive award. In this embodi-
ment, the gaming system detects which players are currently
placing wagers when a progressive award is hit and uses an
algorithm or any other known method to award such players
when the progressive award is hit. In one embodiment, the
central server is in communication with a player tracking
module to ensure that players get the appropriate credit based
on any number of factors (e.g., time of play, amount wagered,
if they triggered, player status, etc.). This enables a large
number of players to share in the progressive award jackpot
and create excitement among everyone, even for players that
did not trigger the progressive award. In another embodiment,
the gaming system disclosed herein includes one or more
progressive modules dedicated to a plurality of gaming
devices which are participating in a tournament configura-
tion.

In one embodiment, the gaming system includes a multi-
player accumulated value progressive award which coincides
with providing one or more accumulated value progressive
awards as described above. In this embodiment, the multi-
player accumulated value progressive award is a progressive
award or pool that is provided to all eligible players who are
playing for the accumulated value progressive award when
the accumulated value progressive award is provided to a
player. Thus, players who are not provided the accumulated
value progressive award still share in another progressive
award of their own. In one embodiment, the multi-player
accumulated value progressive award starts from zero and
increments using a designated percentage of wagers placed.
In this embodiment, when the multi-player accumulated
value progressive award is hit, the multi-player accumulated
value progressive award is split among one or more players.
In different embodiments, this split is done evenly, is
weighted based on play, is based on favoring player’s with
higher player tracking status, randomly determined, deter-
mined based on a player’s primary game wager, determined
based on a level of a progressive award, determined based on
time (such as the time of day) or determined based on any
other suitable method or criteria. In other embodiments, the
split is controlled such that it only occurs if the multi-player
accumulated value progressive award is at or above a certain
value (i.e., to prevent awarding players an insignificant
amount, such as $0.90 each) or the gaming system enables the
multi-player accumulated value progressive award to reach a
negative number which is compensated for in other manners
(such as by the casino, from a reserve, or made up later).

In one embodiment, to receive the multi-player accumu-
lated value progressive award, a player must be eligible. In
one embodiment, eligibility is determined based on the player
wagering within a designated timeframe requirement. In one
embodiment, this timeframe is established depending on the
type of game played (i.e. different timeframes for poker play-
ers and slot players). In one embodiment, when a player is
eligible, an indicator or other suitable display communicates
this information to the player. Additionally, if a player is
ineligible for the multi-player accumulated value progressive
award, the indicator or display communicates this informa-
tion to the player and displays to the player how they may
become eligible for the multi-player accumulated value pro-
gressive award. In different embodiments, eligibility to
receive at least part of the multi-player accumulated value
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progressive award is based on a generated symbol or symbol
combination, based on a random determination by the central
controller, based on a random determination at a gaming
machine, based on one or more side wagers placed, predeter-
mined, randomly determined, determined based on the play-
er’s status (such as determined through a player tracking
system), determined based on time (such as the time of day)
or determined based on any other suitable method or criteria.

It should be understood that various changes and modifi-
cations to the presently preferred embodiments described
herein will be apparent to those skilled in the art. Such
changes and modifications can be made without departing
from the spirit and scope of the present invention and without
diminishing its intended advantages. It is therefore intended
that such changes and modifications be covered by the
appended claims.

The invention is claimed as follows:

1. A gaming system comprising:

a plurality of gaming devices, each gaming device includ-

ing:

a housing;

at least one display device supported by the housing;

a plurality of input devices supported by the housing,
said plurality of input devices including:

(1) an acceptor,
(ii) a validator, and
(iii) a cashout device;

at least one processor; and

at least one memory device which stores a plurality of
instructions, which when executed by the at least one
processor, cause the at least one processor to operate
with the at least one display device and the plurality of
input devices to:

(a) if a physical item is received via the acceptor:
(1) identity, via the validator, the received physical
item, and
(ii) establish a credit balance based, at least in part,
on a monetary value associated with the received
and identified physical item,
(b) display a play of a game upon a placement of a
wager, and
(c) if a cashout input is received via the cashout
device, cause an initiation of any payout associated
with the credit balance; and
a controller programmed to operate with said plurality of
gaming devices to:

(a) maintain a progressive award,

(b) during a first period of time:

(1) associate the maintained progressive award with a
first one of the gaming devices,

(i1) cause the first one of the gaming devices to display
the maintained progressive award, and

(iii) if a first triggering event occurs, cause the main-
tained progressive award to be provided to a player
of the first one of the gaming devices,

(c) if a transfer event occurs, transfer at least part of the
progressive award to a second one of the gaming
devices, and

(d) during a second period of time after the occurrence of
the transfer event:

(1) associate the maintained progressive award with
the second one of the gaming devices,

(ii) cause the second one of the gaming devices to
display the maintained progressive award, and

(iii) if a second triggering event occurs, cause the
maintained progressive award to be provided to a
player of the second one of the gaming devices.
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2. The gaming system of claim 1, wherein if the transfer
event occurs, the controller is programmed to operate with
said plurality of gaming devices to transfer the entire progres-
sive award to the second one of the gaming devices.

3. The gaming system of claim 1, wherein said transferred
at least part of the progressive award includes a progressive
award increment value.

4. The gaming system of claim 1, wherein the controller is
programmed to operate with said plurality of gaming devices
to:

(a) during the first period of time:

(1) not associate the maintained progressive award with
the second one of the gaming devices, and

(i1) not cause the second one of the gaming devices to
display the maintained progressive award, and

(b) during the second time period:

(1) not associate the maintained progressive award with
the first one of the gaming devices, and

(i1) not cause the first one of the gaming devices to
display the maintained progressive award.

5. The gaming system of claim 1, wherein the transfer event
is selected from the group consisting of: a deactivation of a
progressive module of the controller which maintains the
progressive award, a deactivation of the first one of the gam-
ing devices and an elapsed amount of time.

6. The gaming system of claim 1, wherein the first trigger-
ing event and the second triggering event are the same event.

7. The gaming system of claim 1, wherein the maintained
progressive award is at least one selected from the group of: a
quantity of monetary credits, a quantity of non-monetary
credits, a quantity of promotional credits, and a quantity of
player tracking points.

8. A gaming system server comprising:

at least one processor; and

at least one memory device which stores a plurality of

instructions, which when executed by the at least one

processor, cause the at least one processor to:

(a) cause each of a plurality of gaming devices to display
aplay of a game upon a placement of a wager, wherein
a credit balance is reduced in association with the
placed wager and said credit balance is:

(1) increasable via:
(A) an acceptor of a physical item associated with a
monetary value, and
(B) a validator configured to identify the physical
item, and
(i1) decreasable via a cashout device configured to
receive an input to cause an initiation of a payout
associated with the credit balance,

(b) maintain a progressive award,

(c) during a first period of time:

(1) associate the maintained progressive award with a
first one of the gaming devices,

(ii) cause the first one of the gaming devices to display
the maintained progressive award, and

(ii1) if a first triggering event occurs, cause the main-
tained progressive award to be provided to a player
of the first one of the gaming devices,

(d) if a transfer event occurs, transfer at least part of the
progressive award to a second one of the gaming
devices, and

(e) during a second period of time after the occurrence of
the transfer event:

(1) associate the maintained progressive award with
the second one of the gaming devices,

(i1) cause the second one of the gaming devices to
display the maintained progressive award, and
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(iii) if a second triggering event occurs, cause the
maintained progressive award to be provided to a
player of the second one of the gaming devices.

9. The gaming system server of claim 8, wherein when
executed by the at least one processor, the plurality of instruc-
tions cause the at least one processor to, if the transfer event
occurs, transfer the entire progressive award to the second one
of the gaming devices.

10. The gaming system server of claim 8, wherein said
transferred at least part of the progressive award includes a
progressive award increment value.

11. The gaming system server of claim 8, wherein when
executed by the at least one processor, the plurality of instruc-
tions cause the at least one processor to:

(a) during the first period of time:

(1) not associate the maintained progressive award with
the second one of the gaming devices, and

(i1) not cause the second one of the gaming devices to
display the maintained progressive award, and

(b) during the second time period:

(1) not associate the maintained progressive award with
the first one of the gaming devices, and

(i1) not cause the first one of the gaming devices to
display the maintained progressive award.

12. The gaming system server of claim 8, wherein the
transfer event is selected from the group consisting of: a
deactivation of a progressive module which maintains the
progressive award, a deactivation of the first one of the gam-
ing devices and an elapsed amount of time.

13. The gaming system server of claim 8, wherein the first
triggering event and the second triggering event are the same
event.

14. The gaming system server of claim 8, wherein the
maintained progressive award is at least one selected from the
group of: a quantity of monetary credits, a quantity of non-
monetary credits, a quantity of promotional credits, and a
quantity of player tracking points.

15. A method of operating a gaming system, said method
comprising:

(a) causing each of a plurality of gaming devices to display

a play of a game upon a placement of a wager, wherein

a credit balance is reduced in association with the placed

wager and said credit balance is:

(1) increasable via:

(A) an acceptor of a physical item associated with a
monetary value, and

(B) a validator configured to identify the physical
item, and

(i1) decreasable via a cashout device configured to
receive an input to cause an initiation of a payout
associated with the credit balance,

(b) causing a controller to execute a plurality of instruc-
tions to maintain a progressive award,

(c) during a first period of time:

(i) causing the controller to execute the plurality of
instructions to associate the maintained progressive
award with a first one of the gaming devices,

(ii) causing the first one of the gaming devices to display
the maintained progressive award, and

(iii) if a first triggering event occurs, causing the main-
tained progressive award to be provided to a player of
the first one of the gaming devices,

(d) if a transfer event occurs, causing the controller to
execute the plurality of instructions to transfer at least
part of the progressive award to a second one of the
gaming devices, and
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(e) during a second period of time after the occurrence of

the transfer event:

(1) causing the controller to execute the plurality of
instructions to associate the maintained progressive
award with the second one of the gaming devices,

(i1) causing the second one of the gaming devices to
display the maintained progressive award, and

(iii) if a second triggering event occurs, causing the
maintained progressive award to be provided to a
player of the second one of the gaming devices.

16. The method of claim 15, which includes, if the transfer
event occurs, causing the controller to execute the plurality of
instructions to transfer the entire progressive award to the
second one of the gaming devices.

17. The method of claim 15, wherein said transferred at
least part of the progressive award includes a progressive
award increment value.

18. The method of claim 15, which includes:

(a) during the first period of time:

(1) causing the controller to execute the plurality of
instructions to not associate the maintained progres-
sive award with the second one of the gaming devices,
and

(ii) not causing the second one of the gaming devices to
display the maintained progressive award, and

10

15

20

68

(b) during the second time period:

(i) causing the controller to execute the plurality of
instructions to not associate the maintained progres-
sive award with the first one of the gaming devices,
and

(1) not causing the first one of the gaming devices to
display the maintained progressive award.

19. The method of claim 15, wherein the transfer event is
selected from the group consisting of: a deactivation of a
progressive module of the controller which maintains the
progressive award, a deactivation of the first one of the gam-
ing devices and an elapsed amount of time.

20. The method of claim 15, wherein the first triggering
event and the second triggering event are the same event.

21. The method of claim 15, wherein the maintained pro-
gressive award is at least one selected from the group of: a
quantity of monetary credits, a quantity of non-monetary
credits, a quantity of promotional credits, and a quantity of
player tracking points.

22. The method of claim 15, which is provided through a
data network.

23. The method of claim 22, wherein the data network is an
internet.



